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5 WH IST. 


No one, before his partner plays, may in- 
form him that he has, or has not, won the 
trick; even the attempt to take up a trick, 
though won before the laſt partner” has play- 


ed, is deemed very improper. No intima- 


tions of any kind, during the play of the 


cards, between partners, are to be admitted. 
The miſtake of one party is the game of the 
adverſary : however, there is one exception 
to this rule, which is in caſe of a revoke; if 
a perſon happens not to follow ſuit, or trump 
a ſuit, the partner is indulged to make inquiry 
of him, whether he is ſure he has none of 
that ſuit in his hand: this indulgence muſt 
have ariſen from the ſevere penalties annexed 
to revoking, which affect the partners equally, 


and it is now univerſally admittet. | 


= 


\ 44.4 


called the elder hand, and, plays firſt; and 
whoever wins the trick becomes elder hand, 
and plays again; and fo on, till all.the cards 

are played out. The tricks Peu ta 
each party ſhould be turned and collected by 
the reſpective partner of-whoever wins the 
firſt trick in every. hand. The 287 king, 
queen, and knave of trumps, are called ho- 
nours; and when either of. the parties has i 


* 


- Ry . : , | in 
8 4 i of 
his own hand, or between himfelf;and: his 
partner, three honours,.; they count * | 


points towards the game; and in caſe they 
mould have the four honours, they count 
four points, e 54 108 

| =. 


5 „ ©» @Q. 


tr 


1. — 


"trick. 
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1  , 3 


Explanatory ' Table of the Terms uſed in 


Playing. 


neſiag; is endeavouring to gain an ad- 


e thus: if you have the beſt and 
third beſt card of the ſuit led, you put on the 


third beſt, riſking your adverſary's having 
the ſecond beſt; and if he has not, which 
is two to one againſt him, you are certain of 
gaining a trick. ; | 


Forcing, is playing the ſuit of which your 
rtner or adverſary has not any, and which 


he muſt trump, to win. 
Long trump, is poſſeſſing all the remaining 


trumps in one hand. 


' Looſe card, is a card of no value, and con- 
ſequently the moſt proper to throw away. 
Points, theſe are gained by honours and 
tricks and ten conſtitute the game. 
Quart, is four ſucceſſive cards in any ſuit. 
Ace, king, queen, and knave, conſtitute a 


Juart-mafſor. 


Auint, is in princy le like a qzart, but 
u yet "IEP. b non $6 | 


| - See-ſaw, is, when each partner trumps a 
ſuit, and they 2 thoſe ſuits to each other, 
for that purpoſe. Ve 


Score, is the number of points ſet u. 
Slam, is, when either party win every 


81 
" 
12 
' Y 1 4 
ene : 
a 74 
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: Tihkiaes: bolt 5 rl 4nd third beſt 
= and, being laſt player, the adverſary 
| mus. loſe the laſt t ich, . Whatever card of the 

. 15 5, played, 5 us: if the player 

d queen, of any ſuit, nd his 

| abi "eg 15 ; that ſuit, . he jüſt win Fae 

tricks, 55 having the beſt 3 a third beſt of 

the. uit p ayed, : ad being laft player. 1 

Terce, is üpon the . of a e büt 
e of only three cards. 


Arhficial Mentory. 


As the great art of -playing this g game 1 | 


depends on recollecting the cards that have 

been, p Ur be and thoſe. remaining in hand, 
1. here inſert, what Mr. ts, 

| we an artificial Kee the NJ 

Let the player place the trumps to 1 7 left 

een the :other ſuits in bis [= is ; belt o or 


1 ſuit next Hi is, ſecond be next, and 
a 


eakelt 1 - e right-Ha of. Br 
, in the courſe of ay, he fin he as 
the belt card remainin 12 5 
place it to the right of of them, as it muſt cer- 
124 win a trick, after all the trumps are 
pla 
When he finds he is poſited of che ſecond 


beſt card of any ſuit to remember, let him 
place it on the right-hand of that card he has 


* to nn as the beſt card remain- 


I 


YLE, bas 


any ſuit, he ſhould | 


—— —— —p—— — — — — 


WAHFEST. 5 
If he has the third beſt card of any ſuit, he 
ſhould place a ſmall card of that ſuit between 
the ſecond beſt card and his third beſt: 
In order to remember his partner's firſt 


Lead, he ſhould place a fall card of the ſuit 


1 


led, entirely to the left of the trumps or trump, 


in caſe he has but one. 


When he deals, let him put the trump. 
turned up to the left of all his trumps; and as 
it is a kind of rule, he ſhould keep this trump 
as long as he is able, it will be more out of 


the way, and eafjer for him to recollect, 


+ *-* How to diſcover a Revofe. 


As a revoke is of material conſequence in - 
the game, a ſtrigt obſervance of the following 


rules will enable the player to diſcover when, 


- 


and in what ſuit an adverſary revokes. 


be player ſhould ſeparate four of his tricks 


from the remainder, remembering the firſt of 


thoſe four tricks to ſtand for clubs, the ſecond 
for diamonds, the third for hearts, and the 
laſt for ſpades. In caſe he ſuſpects the re- 


voke to have been made in ſpades, ſeparate 


the fourth trick a ſmall diftance from the 
other three; if in hearts, ſeparate the third 


and fourth from the firſt: and ſecond, and in 


like manner the reſt, From theſe tricks, the 
player will receive aſſiſtance, as it were, al- 


phabetically; ſuppoſing the firſt trick to ſtand 
for the letter A, ſo clubs beginning with C, 


B 3 5 they 


I WHIST. 
' they ſhould be neareſt to the firſt letter of the 


alphabet; diamonds beginning with D ſhould = 


ſtand next; hearts and ſpades then come in 
turn; by which means he may very eaſily re- 
collect the ſuit in which he thinks the revoke 


has been made. And by . to- 
ving re- 


wards the adverſary he ſuſpects of 
voked, he will probably remember in which 


trick the revoke took place. 


* 


; Laws of the Game of WursT as played 
\ at Brookes's, and every other Subſcrip- 
tion Club, 


. Of Dealing. 

IF a card is turned wx in dealing, it is in 
the option of the adverſe party to call a new 

deal; but if either of them have been the 


cauſe of turning up ſuch card, in that caſe 


the dealer has his option. 535 Pokey) 
If a card is faced in the deal, they muſt deal 
again, unleſs it is the laſt care. 
Every Pere ought to ſee that he has 13 
cards dealt; therefore, if any one ſhould hap- 
pen to have only 12, and does not find it cut 
till ſeveral tricks are played, and that the reſt 
of the players have their. right number, the 
| -deal ſtands good; and alſo the perſon who 
Plays with 12 cards, is to be puniſhed for 


each revoke, in caſe he has made any; _ | 


f the 
ould | 
ein 
re- 
'oke 


deſire his partner to name the ſuit he chuſes 


| WHTST: 7 
if any of the reſt of the players fhould hap- 
. to have 14 cards, in that caſe the deal is 
The dealer ought to leave in view upon 
the table his trump card, till it is his turn to 
play; and after he has mixed it with his other 


cards, nobody is intitled to demand what card 
is turned up, but may aſk what is trumps: 


this conſequence attends ſuch a law, that the 

dealer cannot name a wrong card, which other- 

wiſe he might have done. 15 8 
None of the players ought to take up or 


look at their cards, while any perſon is deal- 


ing; and if the dealer ſhould happen to miſs 
deal, in that caſe he ſhall deal again, unleſs 
it ariſes from his partner's fault, and if a card 
is turned up in dealing, no new deal ſhall 


be called, unleſs - the partner has been, the 


cauſe of it. 1-60 i 
A deals, and inſtead of rang; up the 

trump, he puts the trump card upon the reſt of 
his cards, with the face downwards; he is to 
lole-bis dealt nf oj open fo ings S7 
Of playing out of turn. 


If any perſon plays out of his turn, it is in 
the option of either of his adverſaries to call 


— | ey, 


the card played, at any time in that deal, pro- 


vided it does not make him revoke; or if 
either of the adverſe parties is to lead, he may 


to 


* - war 


to have him lead; and when a ſuit is then 
named,” his partner muſt play it if he has it. 
A and B are partners againſt C and D; A 


| Ply ys the ten of a ſuit, the adverſary C plays 
he 


knave of the ſame fuit, B plays a ſmall 
card of the fame ſuit; but before D plays, his 
partner C leads a thirteenth' or ſome other 
card; the penalty ſhall be in the option of A, 
or B, to oblige D to win the trick if he can. 
A and Bare partners againſt C and D; A 
leads a Club, his partner B plays before the 


adverſary 25 in this caſe D has a right to 
play before his partner C, becauſe 5 played 
out of his turn. 


If the ace, or any other card of a ſuit is led, 
and it ſhould. ſo happen that the laſt player 


'plays out of his turn, whether his partner has 


any of the ſuit led or not, provided you do 
not make him revoke, he is neither intitled to 


"tryrnp i it, nor to win the trick. 
ONE S176 5 Af Beer 


If a revoke happens to be made, the a 


ſaries may add 3 to their ſcore, or take 
tricks from the revoking party, or take down 


3 from their ſcore; and the revoking party, 


l provided they are up, notwithſtanding the 
"penalty, muſt remain at nine; the revoke 
takes place of any other ſcore of the game. 


If any nol diſe revokes, and before the cards 
are turned diſcovers it, the adverſe party may 


call 


hers He 


2. 2 2 22 * 

1 8 7 5 iy Then 1 
alte the higheſt 1 weſt FE of the ſuit led, 
or have their option to call the card then 
played, at 1 time when Tow! not cauſe a 
revoke. L400 

NO reveke to be lined! till te wick l is 
rns and quitted, or the party who revoked, 
or his partner, have played again. | 

If any perſon cle a —— the adverſe 
pay are not to mix their cards, upon for- 

eiture of the revoke. 
No revoke can be ere alter the eg 


are cut we 4 new deal. 


4 „ >or6and Of culling 02 | 

If any perſon calls at any point of the 
n except 8, either of the adverſe parties 
may call a new deal; and they are at liberty 

to conſult each other, whether they EM FR | 
a new deal. 0 1100 

After the trump card turned up, no per- 
fon muſt remind his partner to Gall, on W 
of loſing a point. 

If the trump card is turned up, no honours 
in the preceding deal can be = up, unleſs 
they were before claimed. 

If any perſon calls at the point of 8, and 
his s partner anſwers, and both the oppoſite 
parties have thrown down their cards, and it 
appears that the other fide had. not two by 

onours; in this caſe they may conſult with 


3 ——— Oh Ea a evoke 
8 4 o. Clam g echo? i, 2 


. fee. 
25 ee el 9, ce 2 e WO 
Tr Of 2 A ere Ve | 


7 — 
y ” 4 7 
. 4 # & P 


. "Y * 5 9 * 5 "IF « d 
. e * 


. WHIST, * OR 
one another” about it, and are _ erty 7 


qſtand the deal or not. T 
And if any perſon anſwers when he bas 
not an honour, the adverſe party may conſult 
one another about it, and are at 5 to 
ſtand the deal or not. 

If any perſon calls at 8, after he has play- 
ed, it ſhall be in the a e of ne. ee 
to call a new deal. 


, fe gparating and ſhewing, the 1 7 
If any perſon ſeparates a card from the reſt, 


| | the adverſe Pour may call it, provided he 


names it, and proves the ſeparation; nl ms 
caſe he calls a wrong card, he or Fr ar: 
are liable for once to have the hig 
1 card called i in any ſuit led caring the 


If any perten throws hls candy. upon the 


table, with their faces upwards, upon ſu - 
- fition that he has loſt the game, the adverſa 
have it in their power to call any of the — 


when they thin — provided they do not 


make the party revoke, and he'1 is not to ke 
up bis cards again. 

f any 8 is ſure of winning every 
trick in his hand, he may ſhew his cards upon 
the table; but he is then liable to have. all his 


: cards called. 


D has one 
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O omitting to play to a Trick. 
A and Þ are partners againſt C and D; 
A leads a club, C plays the ace of clubs, B 
plays a club, and D, partner to C, takes up 
the trick without playing any card; A, and 
the reſt of the players, play on, till it appears 
Bol more than the reſt; penalty 
to be, in the option of the adverſaries to call a 
new deal. A bobs 00> 4 We beep | 
Reſpedling who played any particular Card. 
Fach perſon, in playing, ought to lay his 
card before him; tes - — done 105 if 
either of the adverſe parties mix their card 
with lis, his partner is entitled to direct each 
perſon to lay his card before him; but not 
to inquire who played any particular card. 


— 


Mr. HoyLE's ſhort Rules for Learners. 

ALWAYS lead from your ſtrong ſuit. - 
Lead through an honour when you have a 
good hand. © age 5 
Lead thruugh tlie ſtrong ſuit and up to the 


Lead a trump if 4 or 5, and you have a 
good hand. | WE mo 

| Sequences are eligible leads, and begin with 
the higheſt. - i 


4 Follow 


— 


Foliow your partner's s lead, not your ads 
verſary's. 


Do not lead from ace, queen. 8 jb 

N Avoid E an ace unleſs you have the 
in 

oder lead a chirteenth card. unleſs trumps 
are out, 

Nor tru mp a thirteenth card, except laſt 
player. 

Play your beſt card third hand. 

Whea in doubt, win the trick. 


When you lead Trhall A begin with 8 
the higheſt. 


Do not trump out; when your partner is 


likely to trump. a ſuit... 


If you hold only ſmall trumps, make then 
when you can. 

Make your tricks. early, and be careful of 
ſineſſing. 


Be ſure to make the odd trick when i in your | 


power.. 


Never force your adverſary with your beſt i 


card, unleſs you have the next beſt. 


If only one card of any ſuit, and but two | 
or three ſmall trumps, lead the ſingle card. 
Always keep a commanding card to bring 


in your ftrong ſuit, 
In your partner's lead, endeavour to keep 
the command in his hand. 
Keep the card you turn up as long as you 
conveniently can. + 
1 
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1 your antagoniſts are 8, and you have no 


honour, play your beſt trump. 
Always conſider 1 oe _ oy your 


bine e 


r 9 


i + 


; Dore war ; to be FINE in nau. 


- from Mr. Hove. 


Ir you have ace, king, and four fall 
trumps, with a good ſuit, you muſt play three 


- rounds of trumps, otherwiſe you may have 
vyour ſtrong ſuit trum 


If you have king, queen, and four Gnall 
trumps, with a good ſuit, trump out with the 
king, becauſe when you have the lead again, 
you will have three rounds of trumps. _ 

If you have king, queen, ten, and three 


| ſmall trumps, with a good fuit, trump out 


with the king, in expectation of the knave's 
falling at the ſecond round; and do not wait 
to fineſſe the ten, for fear your ſtrong ſuit 


ſhould be trumped. 


If you have queen, knave, and three mall 


trumps, with a | ger ſuit, trump out with a 


ſmall one. . 
If you have the queen, knave, nine, and 


two {mall trumps, with a good ſuit, trump out 


with the queen, in expectation of the ten's 
faliing at the fecond round; and do not wait. 
to fineſſe the nine, but trump out à ſecond 
time. C If 


— LR N 
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If you have knave, ten, and three ſmalt 
trumps, with a good: ſuit, wu out with a 


mall one. 


If you have knave, ten, eight, and two. 
ſmall trumps, with a good ſuit, trump out 
with the as in expectation of the nine s 
falling at the ſecond round. 


If you have ten, nine, eight, and one ſmall 
warp, with a . fuit, trum . gx the 


ten. 


1 


Mr. PaynE's Maxims * Wulst. 


© LEADER. | 

26 Begin with the fuit of which you have 
moſt in number. For when the trumps are 
out, you will probably make ſeveral tricks 
in it. 

2. If you bold equal numbers in different 
ſuits, begin with the ſtrongeſt.—Becauſe it is 
the leaſt liable to injure your partner. 

3. Sequences are always eligible leads; — 
becauſe they ſupport your PRIDE: 8 band, 
without injuring your OW, 

Lead from a king or queen, rather 
than from an ace for ſince the adverſaries 


will lead from thoſe fuits which you do not, 


> 1 


Your ace wil do them malt harm. 
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5. Lead from a king rather than from a 


queen, and from a queen rather than a 


4 


your partner endangered. - | | 


knave;—for the ſtronger the fuit, the leſs is 


6. Lead not from the ace queen, or ace 
knave, till it becomes neceſſary ;—for if that 
ſuit is lead by the adverſaries; you have a 
good chance of making two tricks in it. 
. In all ſequences to a queen, knave, or 
ten, begin with the higheſt; - becauſe it will 


frequently diſtreſs your left- hand adverſary. 


8. Having ace, king, and knave, lead 
the king, — for if ſtrong in trumps, . you 
may wait the return of that ſuit, and fineſſe 
anne, ee ff] 

9. Having ace, king, and one ſmall card, 


lead the fmall one, —for by this lead your 


partner has a chance to make the knave. 

10. Having ace, king, and two or three 
ſmall cards, play ace and king if weak in 
trumps, but a ſmall card if ſtrong in them; 
tor when ſtrong in trumps, you may give 


your partner the chance of making the firſt 


11. Having King, queen, and one ſmall 
card, play the ſmall one,—for your partner 
has an equal chance to win the trick; and 
you need not fear to make king or queen. 
12. Having king, queen, and two or 
three ſmall cards, lead a ſmall card if ſtrong 
in trumps, and the king if weak in them 
ER 5: tor 
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for ſtrength | in trumps entitles you to; aipley a 201 

backward game, and 4o give your partner tart 

the chance of winning the firit trick; but wi 

if weak in trumps, it is neceſſary to ſecure 092 

a trick in that 1 * by W the king or pla 

queen. uit 

13. Having an ace with: four ſmall — Te 

and no other good ſuit; play a ſmail card if pla 

ſtrong in trumps, and the ace if weak; — tha 

for ſtrength 1 in trumps. may enable you to n 

make one or two of the ſmall cards altnougb | 2 

ak e ſhould not be able co upp. rt 37 you 

10189 the 

14 Having: kings > eh and ten, 1 0 = 

the ten;—for if your partner holds the, act, * 

vou have a good chauce of making three ten 

tricks, whether he paſſes the ten or nut. Pri 

15. Having king, queen, and ten, lead We 

the king ;—for if it falls, upon che returu of pla 

that ſuit from your partner, by putting on the 

the ten you have a chance of making two i" «+6 

tricks. N | oF Arx 

1 16. Having queen, 1 and nine, lead ws 

291 the queen;—for upon the return of that ſuit 2 5 

Ai from your partner, by putting on the nine cos 

$84 you will probably make the knave. | by 

343K | SECOND. HAND, 3 * 

1. Having ace, king, and ſmall ones, pla 

i play a ſmall card if ſtrong in trumps, but pr 

dhe king if weak in them for otherwiſe 7 5 
=_—_ your 


N 


L 


| ver àce or king might be trumped in the 


latter caſe, and no hazards ſhould be run 
with few trumps but in critical caſes. 

2. Having ace, queen, and ſmall cards, 
play a ſmall one; — for upon the return of that 
fait you will probably make two tricks. 

3. Having ace, knave, and ſmall cards, 


play a fmall one; — for upon the return of 


that {uit you will probably make two tricks. 
4. Having ace, ten, or nine, with fmall 


cards, play a \ ſmall one;—for by this method, 


you have a chance of making two tricks in 


the ſuit. 


- $. Having king, queen, ten, and ſmall 
cards, play che queen for by playing the 


ten upon the return of the ſuit, you will 


| probably make two tricks in it. 


6. Having king, queen, and ſmall carde, 
play a mall card if ſtrong in trumps, but 


the queen if weak in them; — for ſtrength in 


trumps warrants playing a backward game, 
and it is always advantageous to keep back 
your adverſaries ſuit. 

7. If you hold a ſequeitte to your higheſt 


card in the ſuit, play the loweſt of it; — for 
by this means your partner is informed of 


Sth in that fuit. 


your Kweng 


8. Having queen, knave, 55 ſmall ones, 
play the Knasc; —Decaufe you will in great 
provaniiity ſoenre a trick in that ſut. 

C 3 9 A 


| Having queen, ten, Fe ſmall ones, 
play a ſmall one;—for your partner has an 
equal chance to win the trick. 
10. Having either ace, king, queen or, 
knave, with ſmall cards, play a ſmall one; 
for your partner has an equal chance to win 
the trick. 
11. Having either ace, king, queen, or 
knave, with one ſmall card only, play the 
ſmall one; for otherwiſe the adverſary will 
fineſſe upon you in that ſuit. 
12. If a queen is led, and you hold the 
king, put it on;—for if your partner holds 
the ace, you do no harm; and if the king 
is taken, the adverſaries have Pe two 
honours to one. 

13. If a knave is led, and you hold the 
queen, put it on ; —for at the worſt you 
bring down two honours for one. 

14. If a king is led, and you hold ace, 
knave, and ſmall ones, play the ace; — for 
it cannot do the adverſaries a greater injury. 


THIRD HAND. 


1. Having ace and king, play the ace, 
atid return the king; —becauſe you are not 
to keep the command of your partner's 
ſtrong ſuit. 


2. Having ace and queen, play the ace, 


and return the queen lor although 1 it may 


prove 


ones, 
as an 


N or, 
ne 
o win 


n, or 
y the 
y will 


1d the 
holds 
> king 
d two 


vid the 
ſt you 


Id ace, 
for 
ury . 


he ace, 
are not 
artner's 


he. ace, 


it may 
prove 


A 


prove better in ſome caſes to put on the 
queen, yet in general your partner is beſt 
tupported by the method above. 

3. Having ace and knave, play the ace, 
and return the knave;—the knave is re- 
turned in order to ſtrengthen your partner: 5 
hand. 

1 Having king and knave, play the 
king; and if it wins return the knave:;— 
Pre it will ſtrengthen your partner's 
8. Always put on the beſt when your 
partner lk a ſmall card ;—decauſe it beſt 
ſupports your partner's hand. | 
6. If you hold the ace aud one fall | 


card only, and your partner leads the king; 
put on the ace and return the ſmall one 


for otherwiſe your ace will be an obſtruction 
to his ſult. 


J. If you hold the hw ad one fmall 


card only, and your partner leads the ace; 


if the trumps are out it is good play to put 


on the king; —for by puttin on the King, 
ſhere 1 15 NO ob ſtruction to the ut. 


FOURTH HAND. 


1. If a king is led, and you bold ace, 
knave, and a gal card, play the fmall 
one; — for ſuppoſing the queen to follow, 

vou will probably make both ace and knave. 
2. When the third hand is weak in his 
partner's lead, W may of. en return pn 
Mit 


: 17 
{1 


_— 


— — - 
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ſuit to great advantage; but tis rule muſt 
not be applied to trumps, ales you are 


very ſtrong indeed. 


Caſes in 1 you: gor /i return your pr 1 
. Lead immediately. | 


1. When you win with the ace, and can 
return an honour ;—for then it will greatly 


ſtrengthen his hand. 


2. When he leads a trump. Ain which 


caſe return the beſt remaining in your 


hand (unleſs 1 you hold four originally): an 
exception to this ariſes if the lead ; is through 
an honour. 

3. When your partner has e out ;— 
for then it is evident he wants to make bis 
great ſuit. 


4. When you have no good card in an 


other ſuit ;—for then you are entirely de- 
| pendent on your partner | 


Faſes i in which you ſhould not return 7 Pari 
ners Lead immediately. 


1. If you win with the king, queen, or 


knave, and have only ſmall cards remain- 


ing; — for the return of a ſmall card will more 


diſtreſs than ſtrengthen your partner. 
2. If you hold a good ſequence ;—for 


then you may ſhew a FOO ſuit, and not 
njure his hand, | 


3. If 
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= If you have a ſtrong ſuit;—becauſe 

are Laſs from a ſtrong ſuit is a direction to 

| TOR partner, and cannot injure him. 

4. If you have a good hand; for in this 

r's _ you have a right to conſult your own 
5 hand, and not. your partner's. 

5. If you hold five trumps; — or thew you 


An are warranted to play EN if d un it 
ty i oi 
b wg 07 Leading Tramp.” 7 
bur 485 ed trumps from a ſtrong hand, but 
an never from a weak one: by which means 
gh you will eren Jour good cards from en 
trumped. 
© wi Ws Trump not out with. A ot hand; ab 6, 
bis though vou hold five ſmall trumps for 
5 $nce your cards are bad, it is only PE 
1 for the adverſaries good ones. 


Having ace, king, 9 and three 
fmaall trumps, play ace and king ;—for the 
Probability ot 137 en 8 falling 1 is in __ 


Tee voi 1 
167 4. Having ace, king, knave, and one 
=" or two ſmall trumps, play the king; and 
3 wait the return from your partner to gs on 
re we knave: this method is in order to win 
the queen, but if you have particular rea- 
r ſons to wiſh the trumps out, play two 
vounds. af. 9 and —_ Re ſtrong 


| N 7110 
5. Having 
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5, Having ace, king, and two or three 


ſmall trumps, lead a ſmall one: this me- 
thod is with a view to let your partner win 
the firſt trick; but if you have good reaſon 
for getting out the. trumps, play three 


rounds, or play ace and king, and then 


- 


your ſtrong uit. 


6. If your adverſaries are eight, and you 


hold no honour, throw off your. beſt 


trump :—for if your partner has not two 


honours you have loſt the game, and if he 
Holds two bonours it is moſt advantageous 
for you to lead a trump. © 
7. Having ace, queen, knave, and ſmall 
trumps, play the knave; — for by this 
means only the king can make againſt you. 


8. Having ace, queen, ten, and one or 


two ſmall trumps, lead a {mall one,—for. it 
will give your partner a chance to win the 
trick, and keep the command in your own 
9. Having king, queen, ten, and ſmall 
trumps, lead the-king :—for if the king is 


loſt, upon the return of trumps you may 


fineſſe the ten, a 1 
10. Having king, knave, ten, and ſmall 


+ 


ones, lead the knave; — becauſe it will pre- 


vent the adverſaries from making a ſmall 
trump. js 8 

11. Having queen, knave, nine, and {mall 
trumps, lead the queen ;—for if your part- 
. ner 


all the 9 of trumping through an 
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ner holds the ace, you have a lend: chance of 
making the whole ſuit. 
12. Having queen, knave, and two or 


three ſmall trumps, lead the queen;—for if 


your partner holds the ace, you have a good 
chance for making the whole ſuit. 


13. Having knave, ten, eight, and ſmall 


trumps, lead the knave; — for on the return 


of trumps, you probably may fineſſe 088 


eight to advantage. | 
14. Having knave, ten, and three ſmall 
trumps, lead the knave; — becauſe it will moſt 


diſtreſs your adverſaries, unleſs two honours 


are held on your right-hand; the odds againſt 
which is about three to one. 
15. Having only ſmall-trumps, begin with 


the higheſt.—By this play you will I : 


your partner all you can. 


16. Having a ſequence, begkd. with the 
higheſt, —By this means your partner is beſt 


inſtructed how to play his hand, and cannot 
poſſibly be injured. 
17. If an honour is turned up on your 


left, and the game much againſt you, lead a 


trump the firſt opportunity; for your game 


being deſperately bad, this method is the moſt 


hkely to-retrieve it. 


18. In all other caſes, it is dangerous lead- 
ing through an honour, unleſs you are ſtrong 


in trumps, or have a good hand; —becauſe 


ho- 


Err 
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24. 


honour, lies in the Pg of your par. 


%%% 9 RG HOW 
19. Suppoſing hereafter it is proper to lead 


trumps. If an honour is turned up on your” 
left, and you hold only one honour with a 
ſmall trump, throw off the honour, and 


next the ſmall one; —becauſe it will greatly 


ſtrengthen your partner's hand, wo cannot 


hurt your on. 


20. If an honour is turned up on the left, 


and you hold a ſequence, lead the higheſt of 


it; — becauſe it will prevent the lat hand fromm 


wyuring 3 your partner. 


2 5. Af à queen is turned up on the *. 
and you hold ace, king, and a ſmall one, 
lead the ſmall trump :—becauſe you will fo ge 


_ a chance for getting the queen. 
22. If a queen is turned u 
and you hold the knave with mall dn lead 


| the knave; for the knave can be of no ſer- 
WW vice ſince the queen is on your left. 


23. If an honour is turned up by your 


partner, aud you are ſtrong in trumps, lead 


a ſmall one; but if weak in them, lead the 
beſt you have. —By this play the weakeſt | 


hand will ſupport the ſtrongeſt. 


4 24. If an ace is turned up on the right, 
and you hold king, queen, and knave, lead ä 


the knave; — for i it! bs a {ecure lead, 


king; 


* 


on your left, 


235. If an ace is turned up on the An, = 
and you hold king, queen, and ten, lead the 


WHIS T. ol 


king; and upon the return of trumps play 


the ten; for by this means you ſhew a great 
ſtrength to your partner, and will 3 
make two tricks in them. 

26. If a king is turned up on the right, : 
and you hold queen, knave, and nine, lead 
the knave; and upon the return of trumps - 
play the, nine ;—=becauſe it may prevent: thet 
ten from making. | 

27. If a king is turned up on your thetic 
and you hold; knave,'ten, and nine, lead the 
nine; and upon the return of trumps: play 


the ten ; :—becauſe this method will beſt di- 


cloſe, your ſtrength in trumps. 


28. If a queen is turned up on the right, 5 
and you hold ace, king, and knave, lead the 
king; and upon the return of trumps play 
the knave; becauſe· you are certain to make 
the knave. 

29. If a queen is turned up on the right, 
and you hold ace, king, and ſmall ones, lead 
the king; and upon the return of trumps . 
you may fineſſe, unleſs the queen falls; for 
otherwiſe the queen will make a trick. | 

30. If a knave is turned up on the right, 
and you hold king, queen, and ten, lead The 
queen; and upon the return of trumps play 
of ten; for by this means you will make the 


| If a Loave 3 18 l up o on the rigbt, 
iD you hold king, queen, and ſmall ones, 
7 5 let d 
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| 1 0 lead the king; and if that comes home, play 


a ſmall one;—for it is probable your partner 

holds the ace. JC 
32. If a knave is turned up on the right, 

and you hold king, queen, and ten, with 


two {mall cards, lead a ſmall one; and upon 
the return of trumps play the ten; — for it is 
five to four that your partner holds one ho- 


nour. 


den you turn up an Honour. 


1. 2 turn up an ace, and hold only 


one ſmall trump with it, if either adverſary 
leads the king, put on the ace; — for it can do 
the adverſaries no greater injury. _ 


2. If you turn up an ace, and hold two 


or three ſmall trumps with it, and either ad- 


verſary leads the king, put on a ſmall one, — 
for if you play the ace, you give up the com- 


mand in trumps. 


2. If you turn up a king, and hold only 


one ſmall trump with it, and your right-hand 
adverſary leads a trump, play the king.— 


This caſe is really ſomewhat doubtful, and 


very good players think differently. 


4. If you turn up a king, and hold two 


or three ſmall trumps with it, if your right- 


hand adverſary leads a trump, play a ſmall 


one; — it being the beſt way of ſecuring 
your king. „ e e 


8. If 


Saks be 
trumps | 
3. He. you are moderately ſtrong in trumps, 


* N - 
>», 


5 If you turn up a queen or knave, and 
hold only ſmall trumps with it, if your right - 
hand adverſary leads a trump, put on a ſmall 
one it being the ſecureſt play. - 

6. If you hold a ſequence to the honour 
turned up, play it laſt;—by this means your 
partner will be the beſt ee with uy 


| rend in trumps. 


A Paying for the Odd Trick. 


1 . Be cautious of trumping out, notwith- | 


ſtanding you have a good hand;—for ſince 


you want the odd trick only, it would be 


1 to play a great game. 
. trump out, if your partner ap- 
0 likely to trump a ſuit; — for it is evi- 
rg to let your partner make his 


it is right to force your partner; — for by this 


means you probably gain a trick. 


4. Make your tricks early, and be cau- 
nan of fineſſing; that you may not be 
great! injured, though you fail of making 
the odd trick. 

5. If you hold a ſingle card of any ſuit, 
and only two or three ſmall trumps, lead the 
ſingle card: — for it will give you © anos of 


_— a {mall mp. 
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I. BE very cautious how you change fats, 
and let no artifice of the adverſary induce 
"you to it. 


2. Keep a conimandidg: card, to Fring in 


your ſtrong ſuit when the trumps are out, if 
your hand will admit of ſuch pretenſions. 

. Never keep back your partner's ſuit in 
trumps; Bay return them the firſt opportu- 
nity. wer ins, 8 SLANG . 

3 4 If you hold a ſtrong ſuit, and but few 
trumps, rather force your adverſaries, than 
lead trumps, unleſs you are _—_ wo "0 
un ſuits likewiſe. 

5. Be ſure to make the odd trick when & 
is in your power. 

6. Always conſider the ſcores,” and pla 
your hand accordingly.” 


7. In a backward game, you may often 


riſk one trick in order to win two; but in 
a forward game you are to be more cautious, 
- unleſs you have a good pram ang of getting 
up. 
8. In returning your partner's lead, play 


the beſt you have, when TOE hold but three 
_ originally. 


9: Remember what cards drop fan each | 


hand, how many of each ſuit are out, and 
what is the beſt een ing card in each. 


10. Lead 


WHERT. 9 


to. Lead not originally from a ſuit of 
which you have ace and queen, ace and 
knave, or king and knavez if, you hold ano- 
ther moderate ſuit. 

11. If neither of your avere vil 


lead from the above ſuits, Te myſt do it 


yourſelf with a ſmall card. 

.- T2, Lou are ſtrong in trumps with ſive 
ſmall ones, or e ſmall \ ones and ogs ho- 
our. 

13. Do not ering: a nt whe: you are 


| ſtrong in trumps, and the more rae if 
you hold a ſtrong ſuit. 


14. If you hold only a few ſmall trumps, | 
make them, if you can. 

15. If your partner refu'es to trump a 
ſuit of which he knows you have not the 


| beſt, lead * > FO beſt amp the firſt op- 
portunity. 


16. If your partner has trumped a a ſuit, 
and refuſes to Play trumps, lead him that 
ſuit again. 1 85 

17. Never force your partner but when 
you are ſtrong in trumps, unleſs you have 


| @ renounce yourlel, or want ;only the odd 


trick. 

18. Ik the adverſaries trump out, and 
your partner has a renounce, give bim that 
ſuit when you get the lead, if you think he 
has a __ trymp lef t. | 

D 3 19 Lead 


>. WHIST. 


19. Lead not from an ace ſuit originally, 


„ if you hold four in number of another ſuit. 


20. When trumps are either returned by 
your partner, or led by the adverſaries, you 

may fineſſe deeply in them; 3 the 

command all you can in your own hand. 


21. If you lead the king of any ſuit, and 


make it, you muſt not thence conchude that 


your partner holds the ace. 


22. It is ſometimes proper to lead a thir- 


teenth card, in order to force the adverſary, 
and make your partner laſt player. 

23. If weak in trumps, 86 your tricks 
ſoon; but when ſtrong in them, you may 
play a more backward: game. 


24. Keep a ſmall card of your partner” 8 
firſt lead, if poſſible, in order to return it 


when the trumps are out. 
25. Never force your adverſary with your 


| beſt card of a ſuit, unleſs. you have the {e- 


cond beſt alſo. 


26. In your partner's lead, endeavour to 


keep the command in his hand, rather- than 
in your own. 

27. If you have a faw, it is generally bet- 
ter to purſue it than to trump out; although 


you ſhould be ſtrong | in trumps with a good 


ſuit. 


28. Keep the trump you turn up, as long 4 


28 you properly can. 
: 29. When 


29: 


trum 


WHIST: 3 
29. When vou hold all the remaining 


trumps, play one of them, to inform your 
partner; and then put the lead into his 


Hand. 


30. It is better to lead from ace and nine, | 
than from ace and ten. i 

31. It is better to lead trumps through an 
ace or king, than through a queen or 
knave. 
32. If you are reduced to the laſt trump, 
ſome winning- cards, and one loſing card 
only, lead the lofing card, 

33. If only your partner has trumps re- 


maining, and he leads a ſuit of which you | 


hold none; if you have a good quart (or ſe- 
quence of four) throw AWAY the Higheſt of 
Ken ©: 

34. If you have an ace, wit un ſmall 
card of any ſuit, and feveral winning cards 
in other ſuits; rather throw away ſome win- 
ning card than that ſmall one. | 

by 5. If you hold only one honour with a 
ſmall trump, and wiſh the trumps out, lead 
the honour firit. 8 

36. If trumps have been led dien and 
there be two remaining in the adverſarics 
hands, endeavour to force them out. 

37. Never play the beſt card of your ad- 
verſaries lead at ſecond hand, unleſs Pe Y 
Panty has none of un ſuit, ö 


3%  WHIUW 


38. If you have four trumps and the com- 
mand of a ſuit whereof your partner has none, 
lead a ſmall card in order that he may trump 
it. 

39. If you hold five trumps with a good 
hand, play trumps, and clear yaur adverſaries 

Hands of them. 

4850. If you hold the ace and three ſmall 
trumps when the adverſaries lead them, and 
have no particular reaſon for ſtopping the 
ſuit, let them quietly make king and queen, 
and on the third round play the ace. - 

41. Suppoſing yourſelf leader with three 
ſmall trumps, one ſtrong ſuit, one moderate 
ſuit, and a ſingle card, begin with the Wen 
uit, and next lead the ſingle card. 

482. Be careful how you ſort your cards, 
leſt a ſharp and curious eye ſhould diſcover 
a7 e of Tm nee 


P of Caſe abhich often. occurs. 
If you have two trumps remaining, when 


the adverſaries have only one, and your 
partner appears to have a ſtrong ſuit, you 


ſhould play trumps, although you have the 
worſt, in order to pave the way for your part 


ner's uit, by waar the ho from 


your adverſaries, 516 
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when 


your 
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part- 


from | 


How 


ng and three ſmall trumps; with four ſmall 
cards of another ſuit, three ſmall cards of the 
third fuit, and one ſinall card'of the' fourth 
ſuit, queſtion; how are you to play ?'You are 
to lead the ſingle card, which, if won by the 
player, induces him to plajartigips,56is! play 
to your weak ſuit, in which you and 22 | 
Partner gain the ten · ace. 


The. lite, ca, 1 an . Trick ue, your 


which vou have only one, and proceeds to 
Pan y the king of the ſame ſuit, and your right- 


| Kiomy but throw away the ſmalleſt card of 
'your weakeſt fait; as this will leave your part- 


in your re? uit. 4 
: The kite Cofe, / uppoſin 129 you: want four or r fie 


Ho ww to ay, for « an bad Trick, 
If you are elder hand, and have the ace, 


0 Partner is to lead. 
er he plays the ace of the lit of 


and adverſary” trumps: it -with the queen, 


knave, or ten, 'you' ſhould net over trum 


ner the laſt player, and 255 _ me ORD, 


Points, and an elder Haud. 


8 a ſmall trump, and if your partner 
a a better trump than the laft player, and 
returns the lead, put in your King of trumps, |} 
and then play the nuit of ere you polleſs 
four cards, -. 
QI 22 


2 — A on Gas > Ss - — 


WHIST. 


A ſecond Caſe. 


EY” A partners againſt C and D; 
twelve trumps are played out, and ſeven cards 


only remain in each hand, of which 4 has 
the laſt trump, and likewiſe the ace, king, 
and four: ſmall cards of a ſuit, queſtion, whe- 
r A, ſhould play the ace and king of that 
uit, or a ſmall. one? Anſ. A4 ſhould play a 


| el card of that ſuit, as it is an equal bet 


er has a better card i in that. ſuit than 


the 2 player, and, in this caſe, if four cards 
of the ſuit happen to be in either of the ad- 
verſaries hands, by this manner of playing, 
5 * will be enabled to make five tricks in that 


Should neither of the adverſaries have 
. than three cards in that ſuit, it is an 
equal bet chat he wins ſix tricks in it. 


If A and B are partners againſt C and D; 


and eight trumps. have been played out, and 
and 4 has four trumps remaining, C having 
the beſt trump, and is to lead, ſhould C play 


his trump or not? No; becauſe as he would 
have three trumps in A's hand, if As partner 


has any capital ſuit to'make, by C's keeping 


the trump in his * he can e * 
making that ſuit, | 


A Caſe of Curioſity. 1 
Suppoſing three hands of cards, containing 


three Cards 1 in __ hand, let 4 name the 
trumps, 


4 That he has not three certain 


W HIS T. 35 
trumps, and let B chooſe which hand he 
pleaſes, A baving the choice of either the 
other two hands, will win two tricks. Clubs 
are trumps : firſt hand, ace, king, and fix of 
hearts; ſecond hand, queen and ten of hearts, 
with ten of trumps; third hand, nine of 
hearts, with two and three of trumps ; the 
firſt hand wins of the ſecond, the ſecond wins 
of the third, and the third wins of the firſt. 


Rules to play any Hand of Cards, according to 
the neareft Calculations of your Partmer's 
holding certain winning Cards. © 

1. That he has not one certain 

winning card — — 

2. Not two certain winning cards 

But it is about 5 to 4 that ge 
has one or both, or — 32 to 86 
3. That he has one card out of any e 
three certain winning cards, 
about — —— 


2 to 1 
17t0 8. 


5to 2 


winning cards, about 31 to 1, 5 
or — — — 681 to 2s 
5. That he has not two of them,  _ 
about 7 to 2, or — — 547 t0 156 
6. That he has not one of them, ö 
about 7 to 6, or — — 378 to 325 
7. That he holds one or two. of 
them, is in his favour about ' 
13to6, or — — 481 to 222 


8. And 


y —— 1 — 


2 —ͤ — 


36. | 
8. And about 6 to 2 that he holds one, do 
or all three of them. 
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The Oat «of rhe Game calculated with the. 


. e | 
"The odds in 7 of the deal at 
| ſtarting, + are 21 to 20 
1 love © — en 
2 love 2 — 5 to 4 
3 love — 3 to 2 
4 love — — 70 4 
5 love, an even bet of the lurch — 2 to 11 
6 love — 5 to 2 
7 love — — 7 to * 
8 love — — cto 1. 
9 love, not quite 5 to 1, but about 9 to 2 
2 to 1 ä - 9 to 8 
a 7 — i. G.00 -2- 
4 to 1 —H — —— 9 to 6 
to 1 — — gt 4 
7 to 1 —— — 0 2 
8 1nh — — 9 to 2 
9 to 1 about — — 4 to r 
3 to a — —  $8to 7 
4 to 2 — e 
5 to a2 — — 8 -o 5 
6 to 2 — — 2to 1: 
7 to 2 — 2 
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1 
10 
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— 5 
2 
8 
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8 to 7 above 
9 to 8, or rather 8 9 the odds 
being in favour of 8 about 3 


and a half per cent, according 5 
to the niceſt calculation 


cb ke u 


a. 


E 


ch 5 „ 


1 6 
- 


n + ww one 
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If. the. krſt ga game of a rubber is won, 


. ũw a er Oo > 
fd oe * — — 
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* 
4 


1E * e 
Oe calcutated for . the. 
Rubber with the Deal. Ys 


3 With 9 love of the ſecond, an. te 
£ 5 fans ſide, the odds has the rubber 
g are nearly Iz Of 
Suppole the. firſt dune and 8 les 
of the ſecond is got, the odds are 
7 rather more tan — 19 to 1 
Wlken the- firſt-game is wonz and 7 
: IBvEof-thetecond, near — 8 to 
Ditto, and b love of the ſecond about 6 to 
Ditto, and love of the ſecond, about & to 
12 5 ugs of the ſecond, about 9 to, 
itto, and 2 love of the ſecond, about 4 to 
Ditto, and 1 love of the ſecond, about 7; to 2 


Odd azainftthe Dealer througbout the Rubber. 


With the firſt game, and 9-love of 


the ſecond, about. — 11 to 1 
Pitta, end S. love of the ſecondy-ra- . 
ther more than — — 11 to 1 
Firſt game, 7 love of the ſecond * ieee 
Ditto, and t love of the ſeconßged * © 7 to 1 
Ditto, and. g; love of the ſecond ;.- 5 to 1 
Ditto, and 4 love of yo econd. ,.- _.. 4. to I 
Ditto, and 2 love of the e lad 7.20 2 


TG, and r love of the ſecond, near i 3 to 6 
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1 title UE this game inden that i it is 
played by four Þerſons, The number 
of cards required are forty, as the four tens, 


| Nines, and eights, being of no value, muſt 
be diſcarded from the pack. They are dealt 


three by three, and one round four, com- 
Jane ith the right hand Player, 1 bo 1 
eldeſt pak 

The Seng is wade by. him. or her who 
8 5 with or without calling, y naming 
ipages, © clubs, diamonds, or hearts, and'the 
uit ſo named become trumps. It the per: 
ſon who names the tramp ſhould” miſtake, 
and fay ſpades inſtead clubs, or if he 
names two ſuits, the firſt na are trumps. 


The Cards arranged according to their Value. 


Hearts and Diamonds, Spades and Clubs. 
king king 
queen | queen 
knave knave 

208: ſeven 

deyce . ſix 
war. five 

r 618 five «x 20 teur 

ere i MET c-- 

8 ſeven - A 
= * + 


. . . nom > ens my ns — — 
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clubs are not mentioned, is, becauſe 


Spadille, the ace of 8 


The reaſon that the aces of ſpades and 
they are 
invariably trumps, let whatever ſuit be played. 
The ace of faces being always the firſt, and 
the ace of clubs the third trump. 


x mor Cards arranged according to their J. ale 


when Trumps. 


ER and Diamonds, Shades and Clubs. 

ile, the ace of 
ſpades. ſj ade. 

Manille, the ſeven of Manille, the two of 


hearts or diamonds, ſpades or clubs, 
Baſto, the ace of clubs. Baſto, the ace of clubs. 
W 
hearts or diamonds, 
„ King 
queen queen 
knave knave 
deuce ſeven 
three fix 
four five 
five four. 
1 three 
| Total 12 Total rx 
| 
From the pre coding tables it will be per- 
ceived, that © fon dille and baſto are always 


trumps, and that the red ſyits have one trump 
more than the black, 


There 


per- 


Ways 
rymp 


There 
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„There is a trump between | adille and 
baſto, which is calle manille, and. is in black, 


the deuce, in red the ſeven; they, are the 


ſecond eards when trumps,, and the laſt i in 


their reſpective ſuits. when not trumps. 
Example; the deuce of ſpades being ſecond 
trump, when they are trumps, and the loweſt 
card when clubs, hearts, or diamonds, are, 
trumps, and fo of the reſt. 

Ponto is the ace of hearts or diamonds, 
which are abave- the king, and the fourth 
trump, when either of thoſe ſuits are trumps; 
but are below the knave, and called ace of 
diamonds ar hearts, when they are not trumps. 
The two of hearts or diamonds is always fu: 
perior to the three, the three to the four, the 
four to the five, and the five to the fix; the 
fix is only Tuperior to the ſeven when it is 
not trumps, for when the ſeven is e 
it is the ſecond trump. 

The three matadores, 28 they are called, 
are ſpadille, manille, and baſto, whoſe pri- 


vilege is, when the player has no other trumps 


Ve them, and trumps are led, he is not 
4 £3 to play them, but may play what 
he thinks proper, provided, however, 

that the trump led is of an inferior value; 
but if ſpadille ſhould be led,” he that has 


manille or baſto only, 18 compelled to Bay. | 


it, which is the caſe with baſto in reſpe 
manille, the ſuperior matadore alway $ forcin 01 
E 3 


% Se - * 


1 


the inferior. Although, properly ſpeaking, | 


— A — bas 
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there are but three matadores, yet all thoſe 
trumps which ſucceed the three firſt without 
Interruption are alfo called matadores; but 
the three firſt only enjoy the hit of above 
ſtated. The number of the matadores are 
ſpecified in the ſecond table above, by the 


order and rank of the cards when they are 


trumps. 


5 1 


Explanatory Table of the Terms uſed in 


Playing. 


= aft leave, is playing by calling a king. 


Beat, is a penalty of paying as many 
counters as are down, incurred either. b 


renouneing, or ſome other fault; likewiſe 
by not winning when the player ſtands his 

_ Ws . 

| Cbeville, is being between the eldeſt hand 


and the dealer, 


Codille, is when thoſe who defend the 
pool, make more tricks than thofe who de- 
End the game, which is called winning the 


codille. 1 . 
Cop/olation, & a claim in the game, always 


paid by thoſe who loſe, whether by codille or 


remiſe. 


Devole, is when he who ſtands the game 


makes no trick. | 


Double, is to play for double ſtakes, with 


| regard to the game, con/olation and [ans pren- 
A, matadores, and devote, 


| Force, 


eing. 


thoſe 
thout 
but 
bove 
8 are 
y the 


y are 


always 
lille or 


game 


, with 


L pren- 5 


Force & 


the other players obliges him to play /ans 


prendre, or paſs, by offering to play ſans 


prendre. 5 


Friend, is the player who has the king 
In paſſe. To make the in poſſe, is, when 
being in cheville, the knave of a ſuit is played, 
of which the player has the king. 
Mille, is a mark of ivory, which is ſome- 


times uſed, and ſtands for ten fiſh. _ 


Ombre, is the name given to him who 


- ſtands the game, by calling or playing ſans 
„ P 
Party, is the duration of the game, ac- 


cording to the number of tours agreed to be 
played. 


— 


Paſs, is the term uſed when the players 
do not chooſe to plãx. 
Paol, conſiſts of the fiſhes, which are 


ſtaked for the deals, or the counters put down 
by the players, or the beaſts which go to the 


game. To defend the pool, is to be againſt 


dim who ſtands the game. Pool likewiſe 
implies a certain number of counters, ſu- 


pernumerary to the cards, when the tours 


wards. 
PR 4 | | =. 
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Force, the ombre is faid to be forced, | 
when a: ſtrong trump is played for the adver- 
ſary to over-trump. He is likewiſe ſaid to 
be forced, when he aſks leave, and one of 


are finiſhed, and the play is continued after ũ 


| 
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Priſe, is the number of fiſh or counters 
given to each Player at the commencement 
of the party. 

. Regle, 18 the ler to be obſerved. at the 
geme 

Remiſe, is When they who ſtand the game 


fend the pool, and they then loſe by. remiſe. 
* Renounce, is not to follow the firſt lead, 
when at the ſame time the player has a card 
of that ſyit ; likewiſe when not having any 
of the ſuit led, he wins with a card that is 
the only one he has | in the ſuit TW. be 
plays in. 

. Repriſe, 8 wich „ 

Repert, the ſame as remiſe. 


rendered; in Which caſe, the perſon to whom 

tp, king. is given up muſt win the _ 

alone. 

Forced ſpadilla, is when he who has pa- 

dille is obliged to pay it, all the other play 8 

having paſſed. 

15 Saus agel, is playing without callipg a 
ing. 


appeller, meaning the ſame. 
1 5 [ans i, 15 when having aſked 
leave, one, of the _ offers to play /ans 
prendre, in which caſe he who Ae leave i$ 
obliged t to play ſans pr endre, or ps. 


Aa * 


do not make more tricks than they who de- 


Roti rendu, is the king given up or ſur- 


Sang prendre, i is erronequſly uſed for ſans 


"Gon 
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Fen-ace, is waiting with two trumps that 
muſt make, when he who has two others i is 
obliged to lead. 

Tours, ate the counters, ick they who 
win by ſtanding the game, put down to mark 
the number of corps played, by * the 
length of © ERIN Is determined... | 


Maxim: for Learners. = 


When you are the ombre, and your friend 
leads from à mat, play your beſt trump, and 
then lead the next beſt the firſt opportunity. 
If you poſſeſs all the trumps, continue lead- 
ing of therh, except. you hold other certain 
winnin cards, 

Tf all the mats are not revealed by the 
time you have won fix tricks, do not rifk 
playing for the vole. 

When you are the friend called, ad hold 


only 11 mat, lead it, but if it is guarded by. 
a 


ombre is laſt player, lead the beſt trump you 


lead that, But when the 


poſlefs. 
8 0 in red, or king of trumps in black, 
re er cards to lead when you are beſt, 
and ould either of them ſucceed, then Play ; 
a ſmall trump. 5 
When the ombre ke to diſcover _the 
friend, if you hold king, queen, and knave, 


Preſerve 


put on the knave. 


__ 
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Preſerve the ſuit called, whether, friend or 


F 54 a tres 3 „ 
G O ene a TUG. en 
When playing againſt a lone Land, ne 


lead a king, unleſs you have, the queen; nor 


& # *. * 


change te ſuit, and prevent J-paible, the | 


ombre from being lat : player. }:.-.4 TIrertile | 


Of the Manner of playing the Gamy and deul- 
ing the Cards, f the. Stages; of the Man- 


or contracts, as they axe ſometimes. called, 


Lies < » 0 


e, two deuces of ſpades, there muſt be a 
freſh. deal, proyided the miſtake is diſcovered 
betore the cards are all played. | 


y 4 


A new deal muſt Hkewiſe take place if a 


* 
o 


card is turned in dealing, as it might be pre? 


judicial 


en 
YET, 


rem 
w 


the 


Conf! 


he has not à good hand, he f 


of the players 


co olation” and the matadores. 
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judicial to him who might have "if: and if 
there ſhould be ſeveral cards turned, the ſame 
müuſt take place. No penalty is inflicted for 


E 2 — but the dealer muſt deal again. 


ach play A Having got his ten cards, he 
niet is on ane right Band of the dealer, after 
examining his game, and finding his hand 
roper to play, muſt aſk if they play; or, if 
raffte and ſo the 
ſecond, third, an fourth. Al four may pals : 
but he ho bas ſpadille, after having ſhewn 
To gi it, is compelled to play, by callin 5 
n 
"TT Ns deal! 18 Þ layed i in this. manner, or one 
as aſked leave, and no one 


chooſing the eldeſt 


to play without calling, 


hand' ouſt begin, previouſly naniing his ſuit, 
and the king he calls: he who wins the trick 


muſt play another card, and the reſt of courſe 


till the game is finiſhed. The tricks are then 


reckoned, and if the ombre, meaning him 
who. ſtands the game, has, together with him 


who has king called, fix tricks, they have 
won, and are accordingly paid the game, the 


conſolation, and the matadores, if they have 
them, and divide what is upon the game, and 


the beaſts, if any there be. 


Should they make only five tricks, it is a 
remiſe, and they are beaſted, what goes upon 
the game, paying to the other players the 
hen the 

tricks 


2 7 e Ne — 
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tricks are equally divided between them, they 


are alſo beaſted; and if they make only four 


tricks between them, it is a remiſe. Should 


they make leſs, they loſe codille, and in that 


caſe pay their adverſaries what they ſhould 


| have received if they had won, da (Fey 
me) 


ame, conſolatien, and matadores, 


ve them, and are beaſted what is upon the | 
me; and if 1 win codille, divide the 
os 


akes. The bea 


and every thing that is 


pots ariſe equally from the two loſers; one 


alf by him who calls, and the other moiety 
by him who is called; equally the fame in 
caſe of codille. as a remiſe, unleſs the ombre 
does not make three tricks, in which caſe, he 


who is called is not anly exempt from paying 


half the beaſt, but alſo the game, conſolation, 
and matadores, if there are any, which, in 


that cafe, the ombre pays alone, and likewiſe | 


in caſe of a codille as a remiſe. This rule is 


enforced to prevent unreaſonable games being 


played. 


A ſingle caſe may occur, in which if the 


ombre makes only one trick, he is not beaſted 


moiety of the loſing ; and, for the ſame 2 


alone, which is when not having a good 
hand, he Fd and all the other players 
have paſſed likewiſe, and he having Fedille 
is compelled to play. In this caſe it would 
be unjuſt to oblige him to make three or four 


tricks; wherefore, he who is called pays a 
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ſon, he who has ſpadille, with a bad hand, 
ſhould paſs, in order that if he is afterwards 
obliged to play by calling a king, (which is 
called forced ſpadille,) he may not be beaſted 


The 20755 who has once paſſed, cannot 
be allowed to play; and he who has aſked 
leave cannot refuſe to play, unleſs another 
ſhould propoſe playing without calling. 


When a perſon has four kings, he may 


call a queen to one of his kings, but not that 


which is trumps. He who has one or more 
Kings, may call one of thoſe kings; but in 
this caſe, he muſt make ſix tricks alone, and 


therefore wins or loſes ſingly. The king of 


the fuit in which he pl s cannot be called. 
No one ſhould play out of his turn, al- 
though he is not beaſted for the treſpaſs. 
When he OP « 1 PR Of hand has 
the king called, and plpys ſpadille, manille, 
or Nor or even the king Called, in order 
to ſhew that be is the friend, having other 
kings that he is apprehenſive the ambre may 
trump, he is not to be allowed to go for the 
vole; and he is beaſted, if it ſhould appear it 
is done with that defign. 
No hand is allowed to be ſhewn, though 
codille may already be won, in order that it 
{xea whether the ombre is beaſted 


2 be it 
| e 2 TY Should 
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Should the ombre or his friend ſhew: his 
cards, before he has made fix tricks, judging 
that he might have made them, and there 
ſhould appear a poſſibility of preventing his 
making them, the other players may compel 
him to play his cards in what order they 
chooſe: | * 5 | e ee 
Iͤt is only neceſſary for a player to name 
his ſuit, when he plays, without calling a. 


king. e | | 
03 W hoever plays without calling, muft him- 
ſelf make fix tricks to win; all the other 
layers being united againſt him, and there- 
— exert their combined efforts to diſtreſs 
Whoever plays without calling, is permit- 
ted to play in preference to any other who 
would play with calling; nevertheleſs, if he 
who has aſked leave, will play without call- 
ing, he Has the pfeference of him who 
would force him. Theſe are the two me- 
thods of play without calling, which are 
called forced.” eta et of ITE Tun 


He who plays without calling, not divid- 
ing the winnings with any other player, con- 
ſequently when he loſes pays all himſelf. 
Should he loſe by remiſe. he is beaſted, and 


pays each cther player the conſolation the ſans 
appeller, (commonly thougtrerroneouſly called 
the ſans prendre) and the matadores, ſhould 
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there be any. Should he loſe, codille, he is 
alſo beaſſed, and pays each 14 what he 


would have received from them if he had 
heen the winner. Tboſe who win, codille 
divide the gains; and if there are any re- 
maining counters, they belong to the player 
of the three who may have padille, or the 
bigheſt trump in the ſucceeding deal. The 
fame rule operates with reſpect to him who 
calls one of his qwn, Kings, he wins or loſes 
alone, as in the other, caſe, except the ſans, 
appeller, which 155 pays if a loſer, or receives 
25 a 2 7. a though. he plays fingly. 
Should he play /ars eter thou h he 
may haye à ſure game, he is compelled to 
name bis ſuit, which,negleting, ſhewing his 
cards, and ſaying I play ſans  appeller, in this 


caſe either of the reſt of the players can 


oblige him to pla 1 in which ſuit he chooſes, 
915 he ſou! not have a trump. in that, 


ſuit. ; 75 eee e 


When a 9 15 has afed leave, he 3 18 not 
allowed to play ſans. 55 without he 15 


forced: in this caſe, as efore· mentioned, he 


has the preference 'of the. other Peres by 


| whom he i forced. 


No player is compelled to rute w vhen he 


is not poſſeſſed of any of the ſuit led, nor. 
obliged to play a higher card in that ſuit it he, 


bas it, it being optional to. him, although he 
þ the laſt Player, and the trick belongs to the 


F 3 ezbre; 
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ombre ;. but he is compelled to play in the 
ſuit led if he can, otherwiſe he renounces. 
Should he feparate a card from his game 
end flew it, he is compelled to play it: if, by 
not doing it, the game ſhould be prejudiced, | 
or give any intelligence to his friend, but par- 
ticularly if it ſhould be a matadore. He who 
plays for appeller, or by calling himſelf, 5 
not ſubject to this rule. 

One player may turn the tricks mad 
the others, and reckon what has been pio 

each time only it is his turn to pla p. 
Should he, inſtead of turning a player $ 
tricks, turn and fee his game, or ſhew it to 
the other Tye, he is beaſted, together with 
him whoſe cards he turned, each Paying 2 
moiety of the loſs. 

He who renounces, is beaſted as often as 
detected; but no renounce takes place till the 
trick is turned. 
| Should the renounce be diſcovered before 
the deal is finiſhed, and has proved detri- 
mental to the game, the cards muſt be taken 


trick where the renounce began, But ſhould 
all the cards be played, the beaſt ſtill is made, 
and the cards muſt not be re-played, unleſs 
there ſhould be ſeveral renounces in the ſame 
deal. In this caſe they are to be played 
again, unleſs the cards ſhould have been Pre- 
viouſly. mixed _— | 
When 


up again, and the game re- played from that 
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When ſeveral beaſts occur in the ſame 
deal, they all go together, unleſs a different 
agreement is made; and in caſes of beaſts, 


__ ge 18 858 reckoned. 


THE GAME OF CRIBBAGE. 


5 


Tus gu game Js «played with the a pack | 


of cards, generally by twq perſons, and 
ſometimes by our. There is alſo different 
modes of playing „that i is, with five, fix, ox 
eight cards, But the games pringpally pu 
ed, are thoſe with five and fix cards. 


en Table Ns the Terms uſed ins 
| Playing 
be" are the cards thrav-n away. by ench 


party, and whatever points they male are 
ſcored by the dealer. 


Pairs, are two like cards, as, two aces, Or - 


two kings, & c. and reckon for two Pons, 
whether in hand, or playing. | 
Pairs royal, are tliree like cards, ad 
reckon for fix Points, dn in I Fd or 


Rue . 
: Tz ba, 


BY Sy 


„% _,CRAMNCE _ 


Double pairs royal, are four like cards, and 
reckon' for twelve points, whether in hand; 
or playing. e 

B. The Ser gained by PAlxs, Palxs 


RovAI, and DouBLE Pairs ROYAL, 1 


playing, is thus effefled: Your adverſary 


having played a ſeven, and you another, con- 


flitutes a PAIR, and entitles you to ſcore two 
points; your antagonift then playing a third 
ſeven, makes a PAIR ROYAL, and he marks 
fix ; and your playing a fourth, is a DouBLE 
PAIR ROYAL, and entitles you to tavelve points. 


PFifteens, Each fifteen reckons for two 
ints, whether in hand, or playing. In 
and they are formed either by two cards, 


uch, as a five and any tenth card, a ſix and 


a nine, a ſeven and eight, or by three cards, 
as a two, & five, and an eight, & c. | 
And in playing thus: If fuch cards are 


played, as make together fifteen, the twa 


points are to be ſcored towards the game. 


. Sequences, are three or four, or more ſuc. 
| - ceflive cards, and reckon for an equal num- 
der of points either in hand, or playing. 


N. B. In playing it is of no conſequ 
aubich card is played firfl, As thus: You 
adverſary playing an ace, you a five, be 4 
rhree, you a two, then he a four, he counts. five 


For the SEQUENCE. 


' Fluſh, is when the cards are all of one 
uit, and reckons for as many points as cards. 


N. B. 


N. 


A freſh deal } 
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VN. B. For a fluſh in crib, the card turncd 


Ip muſt be of the ſame ſuit as thoſe in hand. 
 Find-hole, is gained by the laft player, and 


_ reckons for one point when under thirty- 


one, and for two points when thirty-one. To 
obtain either of theſe points is conſidered a. 
great advantage. | 


Laws of the GaMEs of CRIBBAGE as played 


4 BrRoOOKEs's, aud every other Subſcription 

Club. Ne OT ens: 

IN dealing, the dealer may diſcover every 

card he has, if he pleaſes. But if he ſhews 

his adverſary's cards, the adverſary is entitled 

to mark two points to his game, and demand 
the thinks proper. 

The dealer giving his adverfary more cards 
than is neceſſary, the adverſary is entitled to 
ſcore two points to his game, provided he 
Cans: 5 1 

The dealer obſerving his adverſary to have 
more cards (after he has taken them up) than he 


detects the miſtake before he takes up his 


js entitled to, may mark four points to his 


game, and call a new deal if he thinks pro- 
Per. e I Moe Sek: 

The dealer giving himſelf more cards than 
are his due, the wdveriary may ſcore two 


Points to his game, and call a freſh deal if he 


thinks 


56 CRIB BAGE. 

thinks proper, if he does not, he is entitled to 
draw the extra- cards from rhe dealer's hands. 
The non - dealer obſerving his adverſary to 
have more cards than are his due, after they 
are taken off the table, may ſcore four Palas 
to his game, and call a new deal. 

Neither party. may ſhuffle or meddle with 
the cards, from the time they are dealt, until 
they are cut for tlie turn-up card, under 


to his game. 
Either party ſcoring more points than he is 
entitled to, either in playing his cards, or 
marking his hand, or crib, tae adverſary may 
firſt put back the points ſo marked, and ſcore 
the ſame number to his game. 
Either party. touching their pegs, unleſ 
when neceſſary to mark his points, the adver- 
ary may ſcore two points to his game. 
Either party taking. out their. front peg 
muſt place it behind the other. 


the game, ſhall pay the ſtakes loſt. 


than are his due incurs no penalty. 
N. B. We mention this, as many good 
players concerve the adverſary may avail him- 


Self. of ſuch omiſſion ” Kin to his e the 
deficient points. 


Either player has a right to pack his own 


? 7 


penalty of the adverſary ſcoring two Pon 


Any bye-ſtander interfering, or ſpeaking in 


Either party ſcoring a lefs number of points 


cards, and ſhould he place them on the Munz 


JoInts 
he is 
Is, or 
may 
ſcore 


unleſs 
idver- 


it peg 


ing in 


points 


; good 
Him- 


me the 


S OWN 


pack 
and 
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_ and omit ſcoring. for them, whether hand or 
crib, he muſt not mark for them afterwards. - 


* 
2 


Fivx Cary Cripract. 


- SIXTY-ONE points conſtitute the game, 
and the beſt mode of marking them is with a 
board pierced with as many holes, and two 
%% paryc: 1s bio ond tf 0 
On beginning the game the parties muſt 
cut for the deal; the perſon cutting the. loweſt 
eribbage card is dealer, and the non- dealer 
muſt e three points, which is called hee 
for the laſt, and may be marked at any period 
ef the game. The deal is made by dealing 


one card alternately until each party has 


fire. ; e ofh 

- Each perſon then proceeds to lay out two 
cards for the crib. In doing this always be 
careful to recolle& whoſe crib it is, as the 


cards which may advantage your own are al- 


moſt invariably prejudicial to your game when 
given to your adverſary. This done, the 
non-dealer is to cut the remaining cards of 
the pack, and the dealer turns up the upper- 
moſt. This card, whatever it may be, is 
reckoned by each party in hand or crib. - 

When the turned up card is a knave the 
dealer ſcores two points to his game. 


—— 


— — 
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N. B. Knave in hand of the Ja. turned 125 


reckons but for one point. 

The non- dealer plays firſt, the adverhey 
next, each ſcoring what the cards may make, 
either by pairs, pairs royal, &c, until thirty- 
one, or near it, is made by either party. The 
remaining cards are not to be played The 
non · dealer then counts his hand, and ſcores 
the points it yields. The dealer "then marks 
for his 5 and merten 1 . . 
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E renples luftract g the Mode of ae 
| the Cards. 5 | 


EX. 
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Clubs, the three of hearts, the ſix of dia- 
monds, and the eight of ſpades turned up, 
how many points would it yield? Not an Ys 
as they neither form a pair, a: fifteen, a 
quence, or a fluſh. But if inſtead 25 the 
eight of ſpades, the four was turned up. 1 
would reckon for fue points. 


2 — 


6 —fiſteen, 2 points. 
— — 


Total 8 


2, 37 4 and 


r 3 of the 
four, five, and ſix of hearts, and the five of 


diamonds turned vp how many ** would 
it make? 


ch a hand conſiſting of the two 4 | 


Thus, the 2, 3, and 4, a ſequence, 3 points. | 


S 


3 of ſpades, 3 gf hearts, and nine of . 
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4, 6, and 6 of hearts, a ſequence, z points 
4; and 6 of Hearts, and 5 of WI 
monds, a a ſequence, — oy do. 

4, bh, and 6 of hearts, a fluſh, .. 3 do. 

4, 5, and 6 of ditto—fifteen, - — - 2 do. 

4, and 6 of Hearts, and 5 of d. 55 
monds— fifteen, n do. 


5 of * and 5 of dinmonds, a pair, 2 do. 


To 15 


A fuppoſe a crib confiſting bf the three 


of clubs, the three of ſpades, the three of 


diamonds, the nine of clubs, and the three of 


hearts turned up, how many points: would it 
ietd ? - 


The double pair royal of three 5, 12 points 


3 of clubs, 3 of diamonds, and nine 
of hearts fifteen, — 2 do- 


3 of ſpades, 3 of end, and nine 


ts fiſteenn, — 2 do. 


3 of hearts, 3 of diamonds, and nine 


of hezrts—fifteen, — 2 do. 
3 of ſpades, 3 of clubs, and nine of 


hearts fifteen, 2 do. 


hearts —fifteen, 2 do. 


3 of clubs, 3 of hearts, and nine o | 


—bifteen, by — 2 do. 


4 04 + 


The 


"bo CRIBBAGE. 

The greateſt number of points that. can be 

| obtained in hand or crib, either at five or ſix 

card cribbage, are twenty- nine, excluſive of 

playing. They are derived from theſe cards: 

| the knave of diamonds, the five of hearts, five 
of ſpades, five of clubs, and five of diamonds 


turned up. 

The double pair royal of fives. ? 12 2 points 
Knave and 5 of  diamonds—fifteen, 2 do. 
Do. and 5 of clubs——-do., 2 do. 


Do. and 5 of ſpades——do. 2 do. 
Do. and 5 of hearts do. 2 do. 
5 of ſpades, 5 of diamonds, and fire 


of clubs—fifteen, — 2 do. 
5 of ſpades, 5 of diamonds, and five AS 
of hearts—fifteen, _ 2 do. 
5 of ſpades, 5 of clubs, and five gf 
hearts fifteen, 2 do. 
5 of diamonds, 8 of clubs, and five = 
of hearts—fifteen, — 2 2 | 


K nave of the ſame ſuit as the turned 


roa 


General Maxims fer Sa out the Crib Cards. 


Whenever you poſſeſs a pair royal, inva- 
riably lay out the other two cards, for either 
4 own or opponent's crib. Except you 


ld two hives with the pair royal, then it 
would | 
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2 be would be extremely injudicious to lay them 
- fix out for your adverſary's crib, unleſs the cards 
e of you. retain. inſure your game, or your ad- 
rds: verſary being ſo near home, that 0 crib is 
five of no importance. FOLITS e PITS; - 
nds Whenever you can fluſh your cards in 
BY hand, it ſhould be generally done, as may 
ints aſſiſt your own crib, or balk your oppo- 
85 nents. 1 | 

. Always endeavour ta retain a ſequence in 
ö your hand, and particularly if it is a fluſh, 

; Always lay out cloſe cards, ſuch as three 
| and four, a five and a fix, for your own crib, 
5 unleſs it breaks your hanle. 


NM. B. As there is one card more to count; 

in the crib, at feve-card cribbage, than there is 

_ in hund, always pay great attention to the. crib, 
ES al the probability. of reckoning more points. for 
the crib, than hand, is five to four. 

= Always lay out two cards of the ſame fuit 

for your crib, in preference to two cards of 


nt different ſuits, as it will give you the chance £ 
— of a fluſh in crib. = Y 
| Avoid laying out cards of the ſame ſuit for 4 

_ your adverſary's crib. + | 
Always endeavour to balk your adver- WK 

Ms. fary's crib, and the beſt cards for this pur- 1 
va- pole are, a king and an ace, a fix, a ſeven, 1 
her n eight, a nine, or a ten; or a queen with { 
ou an ace, a fix, a ſeven, an eight, or a nine; 
1 it. or any cards not likely to form a.ſequence. 2 
= G N. B. 
1 


I. I —— 
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N. By A king is generally confidered the 
greater balk, as from its being the higheſt 
card in the pack, no higher card can come in 
fo form: a: ſequence; 109000 noi Tint; 
Avoid as much as poſſible laying out a 
knave for your opponent's erib, as it is only 
three to one, but the card turned up, is of 
haste ſuit, by which he will obtain a 
Point. 8 | | AF. 
Avoid laying out for your adverfary's crib 
(although you hold a pair royal) a two and 
a three, five and fix, ſeven and eight, or 
five, and any tenth card. Whenever you 
hold ſuch cards, obſerve the ſtage of your 
game, and particularly if it is nearly ended, 
whether your . e is nearly out, or 
within a moderate ſhew, and it is your deal. 
In ſuch caſes you muſt retain ſuch cards, as 
will in playing prevent your adverſary from 
making pairs or ſequences,'-&c. and enable 
you to win the end-hole, which will often 
prevent your opponent from winning the 
game. e 


On the different Stages of the Game, pointing 


out when you- have your Complement of 


Points, and when not; with Directions for 


85 playing the C ards accordingly, | 
The number of points to be expected from 
the cards in hand may be reckoned at rather 
more than four, but not five; and by play- 
1 ing 


his adverſary one; hence the dea 
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ing the dealer may expect two Nauen and 
er's chance 

may be computed at rather more than fix 


points, and his adverſary's at nearly fix; thus 
and and play alternately, with and without 
the deal, may; throughout the game, be ave- 
raged at fix points. From the crib five points 
may be expected, conſequently the dealer is 
entitled to mark to ſixteen points, for his 
hand, crib; and next hand. Thus, when he 
makes his ſecond deal, if his front peg is in 
the ſixteenth hole of the board, he has his 
full · complement of points: the ſame at his 


third deal if he has paſſed the thirtsethi Hole; 


and · at his fourth deal, he will retain the ſame 
advantage if he is within 15 holes of game. 

To the ſtages of your adverſary's game you 
muſt always be particularly attentive, and if he 
has more than his complement of points, you 
muſt play your game accordingly: thus, ſup- 
poſe, at your deal, you are five or ſix holes 
ſhort of what you had a right to expect, and 
have good” cards, you muſt endeavour to 
make as many points as poſſible, by pairing, 


&c. as by theſe points, and having a good 


hand, you may - probably acquire the ſupe- 
riority. On the other hand, wheri your game 
is back, and you have indifferent cards, you 
muſt endeavour to prevent your adverſary 


from making points by playing off, and 
1 G 2 


balking 


ee eee ee ee COCA — 
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balking ths crib, TOs FW, a your 


hand. 


Coletetion for lying Bets 135 en 


Always in betting be careful to aſcertain 
who has the deal, and attend carte to 


the ſituation of the pegs. 

Each party with even pegs five holes up 
the . is 6 to 4. in favour of ” dealer. 
Ten holes each, is 12 to 11 do. 
Fifteen do. is 7 to ba do. 
Twenty do. is 6 to 4 do. 
Twenty-five do. is 11 to 10 - do. 
Thirty do. is 9 to 8 do. 
[Thirty-five do. is 7 to $ do. 
Forty do. is 10 to 9 do. 
Forty-five do. is 12 to 8 do. 
Fifty do. is 8 to 2 do. 
Fifty-five do. is 21 to 20 do. 
Fifty-ſix do. is 7 to. $ AGAINST 


THE DEALER, 


| Fifty-ſeven do. is 7 to 4 do. 


Fitty-eight do. is 3 to 2 do. 


Fifty - nine do. is EVEN BETTING, 


Sixty do. is 2 to: 1 IN PAs» 
VOUR OF THE DEALER. + 

Within twenty holes of the game, if che 

non- dealer leads his adverſary three points, 

the game is even. But nearer the end, a 


Paw: or two makes an eſſential difference — 


As 


the — 146 
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As thus, the dealer wanting twenty points of 
the game, and his opponent ON abc it is 


five to four againſt the dealer. 


The dealer wanting fourteen points, and 
his adverſary nine, or ſhould the dealer want 


eleven, and his adverſary ſeven, the game is 
equal. But the dealer wanting three points, 


and his opponent four, it is five to four in 
favour of the dealer, from his chance of 


playing out, for which he ſhould always be 
careful to retain ſmall cards, though by ſo 
doing he breaks his hand. 

Within fifteen points of the game, the 
dealer leading his adverſary five points, it is 
three to one in favour of the dealer : when 


within a leſſer number of points, ſtill leading 


his adverſary five, it is from eight to ten, to 
one, in favour of the dealer, and exactly teri 
to one in his favour, if he wants but ſix 


po. nts, and his antagoniſt eleven. 


The dealer leading his opponent ten points, 


at any period of the game, it is four or five to 
one in his favour, and if near the end, it is ten 
or twelve to one, and a good twelve to one 
if he wants but fix points, and the non- 


Keane ſixteen. 
The non - dealer leading his adverſary five 
ints, at any period of the game, before he 
attains thirty-one holes, it ie : fix to five Fe amt 
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If the dealer is thirty-one holes, and his 
opponent tlirty-ſ1x, it is ſix to four againſt 
the dealer. 3 . 7 
If the dealer is thirty-ſix holes, and his 
_ adverſary forty-one, it is ſeven to four againſt 
PPP 5 

The dealer wanting ſixteen points of the 
game, and the non- dealer eleven points, it is 
twenty-one to twenty in favour of the dealer. 


Stx-CARD CRIBBAGE. 


THIS game is ſo exactly fimilar to five- 
card cribbage, that any perſon playing that 
well, muſt play this equally ſo, It conſiſts 
- -of pairs, ſequences, fluſhes, &c. and the 
points are reckoned and marked preciſely in 
the ſame manner, except that at the begin- 
ning of the game, the non-dealer is zo? to 
ſcore any holes for the laſt, and all the cards 

muſt be: played out, that is, when either 
party has made the end-hole, the remaining 
cards in hand muſt be played, ſcoring. for 
the pairs or fifteens, &c. they may form. Re- 

member, that when laſt player, you ſhould 
endeavour to retain cloſe cards in hand, as 
they may enable you to acquire four points 
in playing. As thus: e 5 


when your adverſary 
ſhould invariably endeavour to retain a pair, 
or ſuch cards as form fifteen, by which you 


- ment of 
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If the two laſt cards you hold, are a ſeven 
and an eight, and your opponent has but 


one card, it is but five and a half to one, 


that ſuch card is either a ſix or a nine, and 
in ſuch caſe you will obtain four points. On 
the contrary, if your two laſt cards were a 
queen and a nine, or any others diſtant from 


each other, you would only win the end- 
hole, as it would be impoſſible to come in 
for a ſequence. T | 


Again, if your two laſt cards are a pair, 


and your antagoniſt has but one card, if he 


is player, you will gain three points. And 
= Ina no cards left, you 


will always gain three holes. 
On the different Stages of the Game, pointing 


out when you have your Complement of 1 


Points, and when not, with Directions for 
playing the Cards actortingly. 


The dealer is ſuppoſed do have ſome frifling 


\ 
> 


 advay tage. | 
Ihe dealer is entitled to twenty-five points 


by his hand, crib, and aext hand. Thus, 


at his ſecond deal, if his peg is in the twenty- 


fifth hole of the board, he has his comple» 
ints ; the ſame at his third deal, 
if he is within eleven points of the game. 
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the beſt of the 


expect he ſhall make his ſecond deal, with 
his front peg in the thirty-ſjxth hole, and by 


which he will eee win the game, by his 
band, crib, an | 


king, queen, knave, ten, 


'68 "PIQUET: 


Tf the non:dealer by his firft hand attains 
the eleventh hole in the board, he will have 


me; for he 1s entitled to 


next hand, 

Being dealer, and your adverſary having 
above his complement of points, you muſt 
pray your game accordingly. Thus, if you 


have good cards , endeavour to make as many 
bo: ft. as  poſlible by pairing, fifteens, &c. 
On the contrary, if your cards are indifferent, 


you muſt play off, to prevent your? advet- | 
a fary” from obtaining points. | 


W | 


TI game 18 ca TL twa 3 with 


thirty-two ca which are, the ace, 


ſeven of every ſuit. 


— 


| Explanatory Table of the Terms fed] in . 


Talon, or ſtock, is the eight remaining 
| Fart: 1 twelve are dealt to each perſon- 


as a 


oy ght, _ | 
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Repigqne, is when one of the players counts 
thirty points in hand, before his adverſary 
has, or can count one, when, inſtead of 
reckoning thirty, he reckons ninety, and 
proceeds above as many points as he could 
above thirty, _ „„ RTE. 7 

Pique, is when the {elder hand counts 


thirty in hand or play before the adverſary 


counts one, in which caſe, - inſtead of thirty, 


it reckons for ſixty, to which is added as 


many points as may be reckoned above 


thirt . 


., is ben eier party, makes every 
trick, which: counts for forty points. 


Cards, is the majority of the tricks, which 


_ reckons for ten points. 


Carte Blanche, is not having a. pitured 
card in hand, which reckons for ten points, 
and takes place of every thing elſe. 

2 ratorze, is the four aces, kings, queens, 
knaves, or tens, and reckons for fourteen 


points. 


Point, is the number of cards of the ſame 
ſuit, and are reckoned by their pips, the ace 


for eleven, the pictufed cards for ten, and 


count for as many poitits as cards. 
Trerce, is three ſucceſſive cards of the 


fame ſuit, and counts for three points. There 


are ſix kinds of tierces, viz. ace, king, queen, 


called tierce major down to nine, eight, 


ſeven, a tierce minor, 


Quart, 


n 


ns 
2 Pa 2 
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| [ 7 „ 
þ Quart, is four ſucceflive cards of the fame 

| Ait, and. reckons for four points. There 
are five kinds of quarts, viz. ace, king, 
queen, knave, called quart- major, down to - 
ten; nine; eight, ſeven, a quart-minor. 
2 uint, is five ſucceſſive cards of the fame 
ſuit,” and reckons for fifteen points. There 
are four kinds of quints, viz. ace, king, 
queen, knave, ten, called quint- major, down 
to knaye, ten, nine, eight, ſeven, a quint- 


Wiinor. * FOI . 1541 2 « 


Sixieme, is fix ſucceſſive cards of the ſame 


. % . 


ſuit; -and-T&cKons for fixteen points. There 
are three kinds of ſixiemes, viz. ace, king, 
queen, *knave;” ten, nine, a fixieme-major, 
don to queen, þ 8 ten, mes eight, ſeven, 


a*fixienie-minor: 2 * 


* 


Scpiitme, is feveh fickelſive cards of a ſuit, 
and counts for ſeventeen points. There are 
two ſorts, viz. from the ace to the eight in- 
eluſi te, à " Teptietme-major, and from the 
queen to the ſeven Inclufive, a ſeptieme⸗ 


miner 
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Hultieme, is eight fieceſſive cards of- the 
ſame. mY and reckons for eighteen points. 28 


Leads of the Game. 


"If zucht of the players has thirteen cards 
dealt him, it is at the option of the elder 
hand, either to- play the cards, or have a 
new deal, which ever he ſhall judge e : 
- advan- 


* 


PEQUET: * 
5 advantageous, but ſhould either of the players 


bave fourteen cards, or upwards, a new deal 
muſt take place. 

Should the elder hand have thicken cards, 
and chooſe to play them, he muſt put out 
one more than he takes in, as the younger 
hand muſt have his three cards. Should the 


younger hand have thirteen, the elder hand 


muſt take in the ſame cards as if the ſtock 
were right; and the younger hand muſt lay 
out three, and take in two. When either, 
caſe occurs, he who has thirteen cards miſt, 
inform his antagoniſt of his deſign before he; 
takes in, as after he has ſeen his cards, the 
game muſt be played, under the penalty of 


playing twelve cards, which, IS, reckoning. 


nothing, 

The player who: takes in more cards than 
he lays out, or in playing is found to have 
more cards than he L eee to, reckons 
nothing: whilſt his adverſary can count every 
thing he is poſſeſſed of, though inferior to 
what his opponent may have, under this cir- 
cumſtance. 


W hoever plays v with leſs than twelve cards, | 


can reckon all he has, it being no fault ts 
have too few cards; but his adverſary always 


wants the laſt card, wherefore he cannot = 
capoted, when the other my for want of a 
twelfth card. 

x The 


»* 
— a”: 


2 — 4 — 
n _ 
2 — 


8 
S 1 
< £1 


3 


_— 


» » 2 — >, r 
= on Ro Reon rate Oe 


PI -_ — e 1 _— 
ELITE rn IR 
8 Oy = 2 - 


= CS. 
Ps 9 1 
n 


r 
8 . 
= 


os 
Tue player who omits, at the beginning, 


them with his own cards, is allowed to re- 
| | PRs, 1775 turn 


— , nm 


* 


PIQUET. 


to-reckon carte Mauehe, his point on the ace, 


&c. or any ſequence he may have good in 


his hand, cannot afterwards reckon them. 

- Whoever forgets ſhewing his point, ſe- 
quenee, & e. be he plays his firſt card, 
which he may have better than his opponent, 


cannet count them afterwards. In this caſe 


the elder hand, whoſe point, ſequence, &c. 
or three of any fort, which were not allowed 
to — 1 has a right, provided he has not 
played his ſecond card, to reckon his game, 
which had not been called or fhewn. 
At che concluſion of each game, the players 
muſt cut for deal, unlefs there is a previous 
agreement to deal alternately throughout the 


2 Neuber players car diſcard twice; and as 
ſoon as he has touched the ſtock, whatever 


cards he has diſcarded, cannot be again taken 


- 
» 


in 4 


No player can ſee the card he is to take © 


in before he has difcarded ; wherefore, when 
the elder hand leaves any of the take-in cards, 
he muſt ſpecify what number he takes in, or 
how many leaves. RE il 

The player who has laid outlefs Cards than 
he has taken in, and perceives his error be- 
fore he has turned any of them, or mixed 


with preciſion, what card he has lai 


fay, ſhould there be two tens, or any other 
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2 the ſupernumerary cards, without in- 
_— any penalty, provided always that his 

s not taken in his cards, as in 

= n=" þ he is at liberty either to play the 
cards, or to demand a new deal. Should the 
deal be played, the ſupernumerary card muſt 
be mixed with one of the two di ne, after 


being ſeen by the players. 


hoever deals twice ſacceſfively; and re- 
collects himſelf before he has ſeen his cards, 
may compel his opponent to deal, thou 80 
the latter has ſeen his cards. 

Should the elder of hand call his point; 
or any thing elſe he may have to reckon, and 
his opponent reply it is good, but upon ex- 
amination find himſelf miſtaken, he is al- 
lowed to reckon what he has that is good, 
on condition that he has not played; and 


likewiſe to ſet aſide what was called by the 


elder hand, even though the firſt card ſhould 
have been played. 


The player who might have quatorze-aces, 


kings, queens, knaves, or tens, and has diſ- 
carded one of them, and therefore reckons 


only three aces, kings, &c. which are al- - 


lowed to be good, muſt tell his o 9 


out 
ſoon as he has en his firſt Foes provided 
he is aſked. 


Should the pack be erroneous, that is to 
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two cards of the ſame ſuit, or ſhould there 


be a card ſupernumerary, or one deficient, 
the deal is void; but the preceding deal re- 


mains valid. 


If there ſhould be a faced card in dealing, 
If there ſhould be a faced card in the 
ſtock, he deal muſt ſtand good, unleſs it is 
the upper card, or the firſt of the three that 
belong to the dealer; but in caſe of two faced 
cards, a new deal neceſſarily enſues. : 
He who calls his game wrong, and does 
not correct himſelf before he begins to Plays 
reckons nothing he has in his game; for if 
the adverſary diſcovers it, at the 8 
y 


lere muſt be a freſh del. 


middle, or end of the deal, he ſhall not on 
| prevent his adverſary from reckoning, but 


ſhall himſelf reckon all he has good in his 
game, which the other cannot equal. 5 

Any card which is ſeparated, and has 
touched the board, is deemed to be played. 
Nevertheleſs, if a card is played to the an- 
tagoniſt's lead, of a ſuit different from what 


has been played, he is entitled to take it up, 


and play another of the proper ſuit; for as 
there is no penalty for a renounce, there can- 
not be any for that; but if the player ſhould 


have none of the ſuit led, and plays a card 
he did not intend, he is not permitted to take 


it up agein after iv has once quitted it. 
R CEE, Whoever 
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© Whoever ſays, I play in ſuch a ſuit, and 


afterwards does not play that fuit which he 
ſhould play, in order to ſee the cards the 
dealer has left, is liable to be compelted by 
his opponent to play in what ſuit the latter 
_ EH 5975 757 Dri 

The player who, by accident, or otherwiſe, 
turns or ſees a card appertaining to the ſtock, 


is to play in what ſuit his antagoniſt may fix 


upon. eilte | e 
The perſon who having left a card of the 
ſtock, mixes it with his diſcard, without 


ſhewing it to his adverſary, is obliged, after 
having named the ſuit he propoſes leading, ta: 


hew all his diſcard. 
| Rutes and Marins for playing. 
ONE hundred and one points conſtitute the 
game, and the beft and general mode of mark- 
ing them is by cards, ſuch as the 6 and 3 of 


any ſuit to denote the units, and the 6 and 3 


of an oppoſite ſuit for the tens. 


On commencing the game the parties muſt 


cut for the deal; the perſon cutting the 


loweſt card is to deal. The non-dealer has 
conſiderable advantage from being elder 


hand. 


The deal is made by giving two cards al- 
ternately until each party has twelve, and the 


2 remain» 
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36 PIQUET. 
remaining eight cards are placed o on the table. 


The adverſary muſt cut the cards before they 
are dealt, and if he ſhould ſcatter or diſcover. 


them, cut off but one card, or leave only one 


at the bottom, The dealer may ſhuffle the: 


cards, and have them cut again. 


"There are three chances in this game, "wiz. 
the repique, pique, and capot, all of which 
may be made in one deal. Thus, the eldeſt 
hand having the point, four tierce-majors,, 


four. aces, four kings, and four queens, he 
will make thirteen points by playing the cards, 
and forty for the 1 151 ee are reckaned 
in this way, firſt, 


* — - T "SITY 


Point A ee 2 N 
Four tierce-majors — 132 do. 
Four aces * s. — 14 do, 
Four kings —_— 14 do. 
Four queens —— — 14 do. 
By play — — 2 2 


3 


Wee 110 points 


5 

TO pique your antagoniſt you muſt” be 
elder hand; for, if you are the younger hand, 
your adverfary will reckon one for the firſt 
card he plays; and then your baving counted 
twenty-nine in hand, even if you win the firſt 


trick, will not authorize v to count more 


When . 


_w thirty, 


{1% 
4. 
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When you have carte blanche you muſt let 
your adverſary diſcard, and when he is going 


fo take his ſhare from the talon, you muſt, 
. before he has touched it, ſhew your twelve 


cards, and your adverſary muſt not touch the 


cards he has diſcarded. | 


The players having examined their hands, 
the elder hand takes the five cards which ſeem 
the leaſt neceſſary for his advantage, and lay- 


ing them aſide takes as many from the ralon 
or heap that is left; and the youngeſt hand 


lays out three, and takes in the laſt three of 
the talon. , 

In diſcarding, the firſt intention in ſkilful 
players is to gain the cards, and to have the 
point, which moſt commonly engages them 


to keep in that ſuit, of which they have the 


moſt cards, or that which is their ſtrongeſt 
ſuit; for it is convenient to prefer, ſome- 
times, forty-one in one ſuit to forty-four in 


another, in which a quint is not made; ſome- 


times, even having a quint, it is more advan» 


tage to hold the forty-one, where, if me card 


only is taken, it may make it a quint-major, 


55 the point, or the cards, which could not 
ve been done by holding the forty- four, at 


leaſt without any extraordinary take in. 
You muſt alſo endeavour, in laying out, to 
get a quatorze, that is, four aces, kings, 
ueens, knaves, or tens, each of which counts 
or fourteen, and is therefore called a qua- 
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torze; the fourteen aces hinder the counting 


fourteen kings, &c. and by that authority you 


may count a leſſer quatorze, as of tens, al- 


though your adverſary may have fourteen 


kings, &c. becauſe the ſtronger annuls the 


weaker; and alſo, in the want of a leſſer 
quatorze, you may count three aces, three 


kings, three queens, three knaves, or three 


tens. It is good to take three aces, and they 
are better than three kings; and he who has 


them may, by virtue thereof, count his three 


tens, although the adverſary may have three 
kings; in favour of a quatorze you count not 
only any leſſer quatorze, but alſo all the 


threes which you have, except of nines, eights, 


and ſevens. „ 1 
The ſame is to be obſerved in regard to 


the huitiemes, ſeptiemes, ſixiemes, quints, 


quarts, and tierces, to which the player muſt 


have regard in his diſcarding, ſo that what he 


takes in may make them for him. 

The point being ſelected, the eldeſt hand 
declares what it is, and aſks if it is good: if 
his adverſary has not ſo many, he anſwers, 


it is good; if he has juſt as many, he anſwers, 


it equal; and if he has mare, he anſwers, 
14s not good: he who has the beſt, counts 
as many for it as he has cards which compoſe 
it; and whokver bas the point counts if firſt, 
whether he is eldeſt or youngeſt ; but if the 
Points are equal, neither can count; it is the 
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fame when the two players have equal hes 
co quints, &c. 

The points, the tierces, quarts, quints, &c. 
are to he ſhewn on the table, that their value 
may be ſeen and reckoned; but you are not 

obliged to ſhow quatorzes, or three aces, 
kings, &c, _ 

After each has examined his game, and 
the eldeſt, by the queſtjons he aſks, 
ſees every "thing that is good in his hand, 
he begins to reckon. The carte. Blanche 
is firſt reckoned, then the point, then the 
ſequences, and laſtly the quatorzes, or threes 
of aces, kings, &c. after which he begins to 
play his cards, for each of which he counts 


one, except it is a nine or an inferior one. 


After the elder hand has led his firſt card, 
the younger ſhews his point, if it is good, 
alſo the ſequences, quatorzes, or threes of 
aces, kings, &c. or carte blanche if he has it ; 
and having reckoned them altogether, he 
takes the firſt trick if he can with the ſame 
ſuit, and counts one for it; if he cannot, the 
other turns the trick and continues; and 
when the younger hand can take the trick, 
he may lead which ſuit he pleaſes. 

To play the cards well, you muſt know 
the ſtrength of your game, that is, by your 
hand you ſhould know what your op onent 
has difcarded, and what he retains, To. - 
this, 
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this, be particularly attentive to what he fliows 
and reckons. | Got Pen 
As there are no trumps at piquet, the 
higheſt card of the ſame ſuit wins the trick. 
If the elder hand has neither point, or any 
thing to reckon, he begins to count from the 
card he plays, which he continues till his ad- 


verſary wins a trick, who then leads in his 
turn. He who wins the laſt trick counts 


two. When the tricks are equal neither party 


counts for them. 


2 28 - 


— 


Calculations, illuftrating how to diſcard any 
IE Hand well. 


THE chance of an elder hand's taking in 


one certain card, is three to one againſt him. 
That of his taking in two certain cards, i 


eighteen to one againſt him. 5 
I would know what are the odds that an 
elder hand takes in four aces ? BYE 
4% That he 1 Agſt. him. for him. 
uf. t he takes in N 
aces, 18 | F 986 8 
Aͤt leaſt 3 of them, is about 33 to 1 
2 of them —— 3 to I 


3 of them 2 to 5 
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If an elder hand has one ace dealt vhm, 
what are "WE odds that he takes in the other 
three? | 


A* That he takes in 


Agſt. him. for him. 


the 1 aces N | 
At leaſt 2 of them, about 6 to 1 
1 of them e 


1 an elder hand has two. aces dealt him, 


my are the odds that he takes in the other 
two | 


470. That 5 et in the 
other 2 aces, is 


"At leaſt 1 of them, is near 
* to 4 againſt him, or 1 8 to 7 


In caſe the elder hand has two aces 1 two 
kings dealt him, what are the odds that he 


Agſt. him. 7b 


„ 


18 to MT © 


PP 


takes ini either wk twa ALES, ar yo kings 1 re- 


maining? 
os AN l e 


As. n — yt 2 
Elder hand having neither ace nor king 


dealt him, what is his chance to take in both 


an ace and a king in 2, 3, 4, or 5 cards? 
Agſt. him. for him. 


Aeſ. In 2 cards, is about.” 11 tc 


In 3 cards — 4t 12 


In gonds 990% 5 
In 5 cards — 33 to $1 
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What are the odds that a younger hand 
takes in two certain cards? 

Agſt. him. forkim. 

An.. — — 62 to 1 


What are the odds that a younger hand 
takes in three certain cards? 


Al.. — 


1139 to 1 


. — 


The younger hand having no ace dealt 


him, what chance has he for his taking one ? 


Agſt. him. for him. 
of. It is — — 28 t;-o 29 


If the younger hand has one ace dealt him, 


What are the odds of his taking i in que or tWo 


of the three remaining aces? 


Agſt. him. for him, 
Anſ That he takes o) 1 


of them, is about 


What are the odds that the younger hand 


takes 1 in one certain card? = 
This ho Ag. him. for him. 

A. That he does not 

| take 1 it in, is — eg 3 


What are the odds of a carte Blanche? 


| Agſt. him. for him. 
45õ—. — — 1791 1 


Calcu· 


Agſt. bim. for bim. 5 


= Y 
At leaſt one of them — z3to 2 
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Caltulations 1 Betting, from 2 Ho ILE. 


IT is five to four that the elder hand wins 
the game. 
It is about two to one that the elder hand 
does not lurch the younger hand. 


It is near four to one that the younger hand 
does not lurch the elder hand. 


Suppoſe A and B make a Party at FPS 


A has the hand; what are the odds that A | } 
wins the party * ? 


Anſ. About twenty-three to twenty. 
If A has one game, and B one game, he 


| : who is eldeſt hand has above five co four to 
win the p | 


If A has two games love before they cut 
for the deal, the odds are above four to one 


that he wins the party. 


If A bas two games love, and A. has the 
hand, the odds are about hve. to-one that he 
wins the party. . 

If B has the hand 8 0 A is two love, the 
odds in favour of A are about three. and a 
half to one. 

If A has two games, and B one, before 
they cut, the odds in favour of A ere about 
two to one. 

If A has the hand, and two games to one, 
the odds are about eleven to four, 
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If B has the hand, when A is two o genes 
to one, the odds in n favour of 4 are about nine 
to five. 5 

Tf A 1s one game len, and Ader hand, the 


odds in favour of A are about ſeventeen o : 


ſeven. 
If A has one game love, and younger 
band, the odds in favour of A are about two 


to One. 


* 


. 
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THE GAME OF MATRIMONY T 


15 played with an entire ack of FREY! by 
twelve or fourteen perſons, and not leſs 
than five. The game conſiſts of five chances, 


Vita - © 
Matrimony, which is king and queen. 
Confederacy, king and knave. 
Intrigue, queen and knave. 

Pair, two aces, or two kings, &c. and 


Beft, which is the ace of diamonds, after 


which, any other ace is ſo conſidered, then 
King, &c. 
Theſe 
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Theſe different chances muſt be marked 
on = ſheet of paper or board, thus: 


Beſt. 
| 
8 2 4 
EE +. FI 
Fri Intrigue. Wo 
0 'e ] — 
4 , X N =] 
— 
33 12 
; S þ 2 
2 5 


Pairs. 


Flach player has a number of counters; 


the dealer then puts as many of them as he 
Pleaſes, on either, or all of theſe different 
chances, and the reſt of the players muſt 


ſtake the ſame number of counters but one: 


that is, ſuppoſe the dealer puts on a dozen, 
the other players put on eleven, This done, 


the dealer gives each perſon two cards, be- 
gmning with the one on his- left, who is eldeſt 


hand. He then deals round again one card 
to each, which he turns up. The perſon 
who has the ace of diamonds turned up, 
takes the whole pool. Obſerve, that the ace 
of diamonds in hand is of no more value 
than any other card. If the ace of diamonds 

on . 1 is 


* 
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is not turned up, each perſon diſcovers their fort 
cards, and if they have matrimony, confe- dots 
deracy, &c. each draws whatever number of that 
counters there may be on that point. Ob- he 
ſerve, in caſe two parties ſhould have matri- a8 0 
mony, confederacy, &c. the elder hand wins. a fo 
| of | \ def 

rrs-tr:r-: — . DICE fing 
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THIS game may be played by almoſt any owr 

number of people, although only one dra: 
1 pack of cards is uſed at a time, that is to ſay, up 
= during the deal. The dealer, whom ſome two 
i think has an advantage, begins by ſhuffling han 
the cards, and having them cut by any other deal 
10 perſon of the party; he deals out two cards || gthe 
i on his left-hand, turning them up: then one | whe 
for himſelf, and a fourth, which he places na imn 
i the middle of the table, for the company, I him 
1 called the rejouiſſance card. Upon this card - 7 


| 
| any, or all the company, except the dealer, | itt 
may put their N 3 95 dealer is hs 
1 obliged to anſwer, by ſtaking an equal ſum mor 
to the whole that is put upon it by different 
perſons. He continues dealing, and turning 
the cards upwards, one by one, till two 5 2 
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fort appear : for inſtance, two aces, two 


deuces, &c. which in order to ſeparate, and 
that no perſon may miſtake for ſingle cards, 
he places on each fide of his own card; and 


as often as two, three, or the fourth card of 


a fort come up, he always places them, as 
Any 


_ 


before ſaid, on each fide his own. 
fingle card the company has a right to take 
and put their money upon, unleſs the dealer's 
own card happens to be double, which olten 


occurs by this card being the ſame as one of 


the two. hand cards which he firſt of all dealt 
out on his left-hand: thus he continues deal- 


ing till he brings either their cards, or his 


own. As long as his own card remains un- 


drawn he wins; and which-ever card comes 
up firſt, loſes. © Tf he draws, or deals out the 


two cards on his. leſt, which are called the 
hand-cards, before his own, he is entitled to 
deal again; the advantage of which is no 


other, than his being exempted from loſing 
when he draws a fimilar card to his own 
immediately after he has turned up one for 


mei. | 
This game is often played more ſimply 
without the rejou;ſance card, giving every 


perſon round the table a card to put their 


money upon. Sometimes it is played by deal- 
ing only two cards, one for the dealer, and 
another fer the company. | 
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It ſhould likewiſe be obſerved, that the 
ſum to be placed upon any card, or number 
of cards, is ſometimes limited, above Which 


the . is not obli ged to auf wer. 


. 
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Tag. is a F FER game, and its title! im- 


Plies Hfteen, which is made as follows: 
Firſt the cards muſt be ſhuffled by the two 


players, as that is the uſual number who play 
at this game. After they have cut for the 
deal, which is determined by the loweſt card, 


the dealer is authoriſed to ſhuffle them again; 
after this the adverſa 


dealer gives one card to his opponent, and 
another to himſelf. Should the dealer's ad- 


verſary not approve of his. cards, he is en- 
titled to have as many cards given him ſuc- 


ceſlively, as will make fifteen, or come neareſt 
to that number, which are commonly given 
from the top of the pack. Example: If he 
ſhould have a deuce, and draws a five, which 
amount to ſeven, he muſt continue going on, 
in expectation of coming nearer fifteen 

Mould he draw an Fight, which make juſt 
fifteen, 


* 


mT 


cuts them, when the 


aber 


„„ 
1 he, as eldeſt hand, is certain of win- 
the game; but ſhould he over-draw 


bimfelf, and make more than fifteen, he 


loſes, unleſs the dealer ould do the ſame, 


which circumſtance conſtitutes a draw game, 


and they conſequently double the ſtakes; 
thus perſevering till one of them wins the 
me, by ſtanding and being neareſt fifteen. 
pon the cloſe of each game, the cards are 
Wen and ſhuffled, when the players again 
cut for deal, the advantage EY invariably 
for the elder hand. 
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THE GAME OF CHESS. 


PHE game 15 played by two perſons, upon 

a board containing ſixty- four ſquares, 
with figures, or pieces, made of ivory, or 
wood, called kings, queens, biſhops, knights, 


officers, Weg: and 9 


Direftions for placing the Pieces, pay! R pe 
for moving them, Oc. 


THE king and his officers, being eight 


ieces, are laced upon the firſt line of the 
P ; Fe | 4. 2 board, 
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board, the white corner of it being towards 
your right-hand. 


The white king muſt be upon the fourth _ 


black ſquare. The black king upon the 
fourth white ſquare: oppoſite to each other. 

The white queen mu uſt be upon the fourth 
white ſquare, on the left of her king. The 
black queen upon the fourth black ſquare, on 
the right of her king. 

The biſhops muſt be placed on each ſide 
of the king and queen. 

The knights muſt ſtand on each ſide of the 
biſhops. _ 

The rooks in the two corners of the board, 
next-to the knights. 


The eight pawns to be placed upon the 


eight ſquares of the ſecond line. 

The pieces, and pawns, on the fide of the 
king, take their names from him, as thoſe on 
the ſide of the queen do from her, and are 


called the pawns of the biſhop of the king, 


of the biſhop, or of the queen, &c. 

The ſquares are named from the pieces, viz. 
Where the king ſtands, is called the ſquare of 
the king; where his pawn ſtands, is called 
the ſecond ſquare of the king 5 that before 
the pawn is called the third ſquare of the 
king, that beyond it is called the fourth ſquare 
\ of the king, and fo. of all the reſt. 


he king moves every WAY, but only one 


1 uare at a time. 
L The 


* 


which is alſo called caſtling) provided 
the king is in check; nor when the ſquare, 
an adverſe man, who would check him in his 
tant from each other. | 
alfa angularly. 


third ſquare, including that which they ſtood 


moved two ſquares the firſt move, 5 


take the pawn in his paſlage, and then he muſt 


CHESS. | | t 


. The king may leap once in the game, 
either on his own fide, or on the fide of his 
22 (viz. the rook is moved into the next 

quare to the king; and the king moves 
to the fquare on the other fide of him 


no piece is between him and the rook; 
nor after this rook hath been moved; nor 
after the king hath been moved; nor when 


over which he means to leap, is viewed by 


The kings muſt always be one ſquare diſ- 


The queen hath the move of the rook, and 
the biſhop. She moves in a ſtraight line, and 


The biſhops move only angularly. 
The knights move obliquely? upon every 


on, from black to white, and from white to 
black, over the heads of the men. . 
The rooks move in a right line. | 
A pawn moves in a ſtraight line forward, 
2nd takes the enemy angularly. He may be 

If the ſquare over which your pawn leaps, 
is viewed by a. contrary man, that man may 


- ; place 
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_— CHESS. 
place himſelf in the ſquare over which the 


pawn leaps. 


After the firſt move, a pawn can only move 
one ſquare at a time. All the reſt of the men 
move forward or backward. 


When a pawn gets at the head of the 
board upon the firſt line of the adverſary, he 
may be changed for any one of the pieces, 


which you have loſt in the courſe of the 


e. Y 
The men take the adverſary's men, who 


ſtand in their way, provided the road hes 
open to them; or they may refuſe it. if they 
think proper. rr ee 
Lou muſt ſet down your men in the ſame 
| ſquare in which you take the contrary man. 


The men can move the whole length or 
breadth of the board, or from one angle to 
the other, except the king, knights, and 
f.. EE Re ; 
When the adverſary king is in a ſituation 


to be taken by you, you muſt ſay check to 
him; by which you give him warning ta 


defend himſelf, either by changing his place, 
or by covering himſelf with one of his own 
men, or by taking the man who aſſaults him: 
if he can do none of theſe things he is check- 
mated, | 9 
The king cannot change his ſquare, if he, 
by ſo doing, goes into check. © 


When 


you | 


play, and is not in check, yet is ſo blocked 
up that he cannot move without going into 


check to your king, and gives no notice of it, 
ta 


Inas, for Faytng, avith Olſervations from 


7 Thy your piece 85 $04 akerwards to ring. 


When the king = no man whom he can 


check, this poſition is called a ftale-mate. 
Ia o this 9 he din who is and — 
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ar not. 
If your I FL plays, or 8 


vou may let him ſtand ſo till he gives notice. 


Atter your king bas moved you cannot 
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out your pieces to ſupport them; therefore N 


the kings, queens, and biſhops” pawns ſhould a ſy 
de the firſt played, in order to open your king 
game well. e UAE eats attac 
_ © You are not, therefore, to play out any of him 
| your pieces early in the game, becauſe you piece 
| thereby loſe moves, in caſe your adverſary conſ 
has it in his power, by playing a pawn upon 1 
them, to make them retire, and alſo opens anoti 
his game at the ſame time; eſoecially avoid take! 
| playing your queen out, till yuur game is to- by t 
lerably well opened. „ purp 
Avoid giving uſeleſs checks, and never your 
give any, unleſs you 5 gain ſome ad - vanc 
Vantage, becauſe you may loſe the move if he them 
| can either take or drive your 50 away. with 
| Never crowd your game by having too | upp 
many pieces together, for fear of er of h 
up your paſſage, ſo as to hinder your ad- there 
vancing or retreating your men as occafion N 
mA 3 
| If your game happens to be crowded, en- there 
| deavour to free it by making exchange of make 
pieces or pawns, and caſtle your king as attac 
ſoon as you conveniently can. | is o 
Endeavour to crowd the adverſary's game, N 
| which is to be done thus: when he plays out | nin 
| his pieces before he does his pawn, you are by) 
do attack them as ſoon as you can with your attuc 
| pawns, by which you may make him loſe he v 
moves, and conſequently crowd him. * | mov 

= ever 9 


another, that if any man you advance be 


with 
ſu PO YOu piece, ſee if, by attacking one 
of hi 


thereby ſave your o.]õn. 


moves, in conſequence of your's, that you 
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Never attack the adverſary's king without 
a ſufficient force; and if he attacks your 
king, and you have it not in your power to 
attack his, you are to offer exchanges with 
him; and if he retires, when you preſent a 
Piece to exchange, he may loſe a move, and 
conſequently you gain an advantage. 

Play your men in ſo good guard of one 
taken, the adverſe piece way alſo be taken 
by that which guarded your's; and for this 
purpoſe be ſure to have as many guards to 
your piece, as you ſee your adverſary ad- 
vances pieces upon it; and if you can, let 
them be of leſs value than thoſe he aſſails 

1 If you find that you cinnot well 


s that is better, or as good, you cannot. 


Never make an attack but when well pre- 
pared for it, nor give uſeleſs checks, for 
thereby you open your adverſary's game, and 
make him ready prepared to pour in a ſtrong 
attack upon you, as ſoon as your weak one 
is over, 1 5 | 5 
Never play any man till vou have ex- 
amined whether you are free from danger 
by your adverſary's laſt move; nor offer to 
attuck till you have conſidered what harm 
he would be able to do you by his next 


15 
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may prevent his deſi iens, if hurtful, before i it 
de too late. 


When your attack is in a proſperous way, 


never be diverted from purſuing your ſcheme 
(if poſſible) on to giving him mate, by 


taking any piece, or other advantage, your 


adverſary may purpoſely throw in your way, 


with the intent, that by your taking that 
bait, he might = a move "hat would make 


your deſign miſcarry. 

When you are purſuing: a walls laid tack. 
but find it neceſſary to force your way through 
your adverſary's defence, ' with the loſs' of 
ſome pieces; if, upon counting as many 
moves forward as you can, you find a pro- 


ſpect of ſucceſs, ruſh on boldly, and facrifice 


a piece or two to gain your ends: theſe hold 
attempts make the fineſt games. | 
Never let your queen ſtand ſo before your 
king, as that your adverſary, by bringing a 
rook or a biſhop, might check your king it 


ſhe were not there, for Foun might hardly 


chance to fave her. 
Let not your adverſaryis knight (eſpecially 
if duly guarded) come to check your king 


and queen, or * king and rook, or your 


om and rook, or your two rocks, at the 
ame time; for in the two firſt caſes, the king 


being forced to go out of check, the queen 


or the Ws muſt be loſt ; andi in the two laft 
caſes, 


' caſes, a rook muſt be loſt, at beſt, for a worſe 


adverſary's fork two of your pieces. | 


get a piece, or ſome other advantage, by it. 


are not in danger of loſing the move thereby, 
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piece. | 275 | 
Take care that no guarded pawn of your 


When the kings have caſtled on different 
ſides of the board, the adverſary muſt advance 
upon the other king the pawns he has on 
that fide of the board, taking care to bring 
his pieces, eſpecially his queen and rooks, to 
ſupport them; and the king that has caſtled 
is not to ſtir his three pawns till forced to it. 
In playing the game, endeavour to have 
a move as it were in ambuſcade; what is 
meant by it 1s, to place the queen, biſhop, or 
rook, behind a pawn, or a piece, in ſuch a 
manner, as that upon playing that pawn, or 
piece, you diſcover a check upon your ad- 
verſary's king, and conſequently may often 


Never guard an inferior piece with a bet- 
ter, if you can do it with a pawn, becauſe 
that better piece may in that caſe be, as it 
were, out of play; for the ſame reaſon, you 
ought not to guard a pawn with a piece, if 
you have it in your power to guard it with a 
pawn. | | 
A pawn paſſed, and well ſupported, often, 
coſts the adverſary a piece. And if you play 
to win the game only, whenever you have 
gained a pawn, or any other advantage, and 


make 


_ —— wwüÄ - 


your 
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e 
make as frequent exchanges of pieces as you 


. 
If you have three pawns each upon the 
board, and no piece, and you have one of 


wns are oppolite to your 
two pawns, marth with your king as ſoon as 
you can, to take his pawns ; and if he goes 
with his king to ſupport them, go on to 
queen with your fingle pawns; and if he 
goes to hinder him, take his pawns, and puſh 
the others to queen. This ſhews the advan- 
tage of a paſſed pawn. 1 

At the latter end of a game, each party 
having only three or four pawns on different 
ſides of the board, the kings are to endea- 


vour to 2 the move, in order to win the 


game. For example: If you bring your 
king . oppoſite to your adverſary's king, with 
only one houſe between you, you will have 
gained the move. | 235 


When your adverſary has his king and one 
pawn on the board, and 2 have your king 


only, you. will never loſe that game, if you 
can bring your king to be oppoſite to your 
adverſary's, when he is immediately either 


before or on one ſide of his pawn, and there 
is only one houſe between the kings. 


When your adverſary has a biſbop and 
one pawn on the rook's line, and his biſhop 
TY | | 18 


h wns on one fide of the board, and 
the other two on the other fide, and your 
_ adverſary's three 


it by a ſtale. 
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is. not of the colour that commands the cor- 
ner-houſe his pawn is going to, and you have 
only your king, if you can get into that cor- 


ner, you cannot loſe that game, but may win 


When you have greatly the diſadvantage 


of the game, having only your queen left in 


play, and your king happens to be in the 
poſition of ſtale-mate, keep giving check to 


your adverſary's king, always taking care 


not to check him where he can interpoſe any 
of his pieces that make the ſtale; ſo doing, 


you will at laſt force him to take your queen, 
and then you win the game by being in a 


ſtale-mate.. 


Never cover a check with a piece that a 


pawn puſhed upon it may take, for fear of 


only getting that pawn for it. 40 
Always take care that your adverſary's 
king has, a move; for fear of giving a ſtale- 
mate; therefore do not crowd him up with 
your pieces, leſt you inadvertently give one. 


— 8 


Tuftrations and Applications of ſome of the 


preceding Maæims and Obſervations, from 
HoyLE. OI" boat 5 
WHETHER you play the open game, or 
the cloſe 'game, be ſure you bring out all 
your pleces into pig before you begin to 
+ | | 2 | attack ; 
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attack; for if you do not, and your adver- 


ſary does, you will always attack, or be at- 
tacked, at a great diſadvantage: this is ſo 


eſſential, that you had better forego an advan- 
tage than deviate from it; and I may venture 


to pronounce, that no perſon can ever play 


well at this game, that does not put this rule 


ſtrictly in practice; and do not let any body 
Wnagine, that theſe. preparatory moves are 
uſeleſs, becauſe he does not receive an im- 
mediate advantage from. them ; they.are juſt 
as neceſſary, as it is at whiſt to deal thirteen 
cards round before you begin to play. In 
order to bring out your pieces properly, I 


would adviſe to puſh on your pawns firſt,” 
and ſupport; them with your pieces ; and you 
will receive this advantage from it, that your 
game will not be crowded : J mean by this, 
that all your pieces will be at liberty to play 
h other, and ſo co-operate to- 


and aſſiſt eac 
wards obtaining your end: and this farther 


is to he obſerved, that, either in your attack, 


or defence, you bring them out ſo as not to 


be drove back again. 


When you have brought out all your 


pieces, as I have premiſed, which you will 


have done very wall , eſpecially y if you have 
your choice on which ſide to caſtle, (which 
I would always adviſe to do) I would then 


pauſe a while, and conſider thoroughly my 


awn and my GRO. s game, and from his 
8 — 


„„ -. TOI 


ſituation, and obſerving where he is weakeſt, 
T would not only take my reſolution where 
to caſtle, but likewiſe where to begin my at- 
tack; and it ſtands to reaſon you cannot do 
it in a better place than where you are 
ſtrongeſt, and your enemy weakeſt. By this 
method, it is very probable that you will be 
able to break through your adverſary's game, 
in which fray ſome pieces muſt of courſe 
be exchanged. But now pauſe again, and 
furvey both games attentively, and do not 
let your impetuoſity hurry you on too far 
with this firſt fucceſs; and my advice to you 
now in this critical juncture, (eſpecially if 
you ſtill find your adverſary pretty ſtrong) 
is to rally your men again, and put them in 
good order for a ſecond or third attack, if 
needful, till keeping your men cloſe and 


eonnected together, ſo as to be of uſe to 


each other: for want of this method, and a 
little coolneſs, I have often ſeen an almoſt 
ſure victory ſnatched out of a player's hands, 
and a total overthrow enſue. - But if, after 


all, you cannot penetrate ſo far as to win 


me, nevertheleſs, by obſerving theſe 
directions, I apprehend you may ſtill be very 
ſure of having a well-diſpoſed game; and 
this brings me to the third part of the game, 
which is the concluſion. | 
And now that I am come to the laſt period 


of the game, which abounds alſo with diffi- 


+ EN culties 
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culties and niceties, it muſt be obſerved, 
when your pawus are ſtrongeſt, beſt con- 
nected together, and neareſt to queen, you 
muſt likewiſe mind how your adverſary's 
pawns are diſpoſed, and in what degree of 
preferment they are, and compare theſe 
things together ; and if you find you can get 
to queen before him, you muſt proceed with- 


out heſitation ; if not, you muſt hurry on 


with your king to prevent him: IT ſpeak 
now, as ſuppoſing all the noblemen are 
gone; if not, they are to attend your pawns, 
and likewiſe to prevent your adverſary from 


going to queen, | : 


« 


— 


General Rules, from Mr. HoYLE. 


Do not be too much afraid of loſing a 
rok for, an inferior piece: my reaſon is 


this; although a rook is better than any 


_ other, except the queen, yet it ſeldom comes 


into play, ſo as to operate, until the end of 


the game; and therefore it happens very 


often, that it is better to have -a leſs good 
piece in play than a better out. 5 
When you have moved a piece, ſo that 


your adverſary drives you away with a pawn, 
take it for granted (generally ſpeaking) that 


it is a bad mave, your enemy gaining that 


goubls advantage. over you of advancin 


himſcli, 


\ 


* 


wrong, or, which is worſe, not at all; for if 


pawn; three pawns together are ſtrong, but 


other pieces well managed, make an invinci- 
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himſelf, and making you retire : I think this 
deſerves attention; for although the firſt 
move may not be much, between equal and 
good players, yet the loſs of one or two 
more, after the firſt, makes the game almoſt 
wretrievable; Alſo, if you defend and can 
recover the move, or the attack, (for they 
both go together) you are in a fair way of 
winning, bi arte 
If you make ſuch a move as that, having 
liberty to play again, you can make nothing 
of it, take it for granted it is an exceeding 
bad one; for at this nice game no move can 
If your game is ſuch, that you have ſcarce 
any thing to play, it 1s your own fault, 
either for having brought out your pieces 


you have brought them our right, you muſt 
have variety enough to play. | 
Do not be too much afraid of doubling a 


e „ 
: — — 8 > — 2 — _ — — —— * 
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four, that make a ſquare, with the help of 


ble ſtrength, and probably, in time of need, 
may produce you a queen: on the other ſide, 
two pawns, with an interval between, are 
no better than one; and if, imprudently, 
you ſhould have three over each other in a 
line, your game cannot be in worſe ſituation, 
Examine this on the table, and the truth of 
55 855 5 | * 
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it will ſtrike you. Your bufineſs therefore 


is, to keep your pawns cloſe cemented and 
connected together; and it muſt, be great 


ength on the' other fide that can overpower 
When a piece is ſo attacked as that you 
cannot fave it, pive it up, and beſtow your 
thoughts how to annoy your enemy in ano- 
ther place, whilſt he is taking it; for it very 
often happens, that whilſt your adverſary 1s 
running madly after a piece, you either get 
a pawn or two, or ſuch a fituation as ends 
in his deſtrution. _ 

Suppoſing your queen and another piece 
are attacked at the ſame time, and that by 


removing ve queen you muſt loſe your 


iece: in this caſe, if you can get two pieces 


in exchange for your queen, I would adviſe 


you rather to do it than retire; for obſerve, 
_ If is the difference of three pieces, which is 
more than the worth of the queen; beſides 


that you keep your game entire, and pre- 


ſerve your ſituation, which very often is 


better than a piece; nay, rather than retire, 
I would give my queen for a piece, and a 
pawn or two, nay, almoſt for what I can 
get; for do but obſerve, amongſt good 
players, this one thing, (to convince you 
this advice is not bad) that when the attack 
and defence is thoroughly formed, and every 
thing prepared for the ſtorm, if he that 1 

f. 
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defends, to retire, it generally ends in the 


loſs of the game of the attacked ſide. 


Do not aim at changing without reaſon; 
it is ſo far from being right, that a good 


player will take this advantage of it, that he 


will ſpoil your ſituation and mend his own : 
but in theſe following caſes it is quite right; 


when you are ſtrangeſt, eſpecially by a piece, 


then every time you change your advantage 
increaſes; this is ſo plain it needs no argu- 
ment. Again, when you have played a 


piece, and your adverſary oppoſes one to 


you, change directly, for it is plain he wants 


to remove Pot: ; prevent him, therefore, and 
E nee ae 


do not loſe the move. 


Every now and then I would have you : 
caſt up your-game,..and - make the balance, 


then take your meaſures accordingly. 


At the latter end of the game eſpecially, | 


remember your king is a capital piece, and 
do not let him be idle; it is by his means, 
generally, you get the move and the victory. 
Obſerve this alſo, that as the queen, rook, 
and biſhop, operate at x diſtance, it is not 
always neceſſary in your attack to have them 
near your adverſary's king; they do better 
at a diſtance, cannot be drove away, and 
prevent a ſtale-mate. 


When you have a piece that you can take, 


and that cannot eſcape you, do not be in a 


hurry; 


ürſt is obliged, by the act of the perſon that 


hand table, you muſt p 
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' hurry; ſee where you can make a good move 


elſewhere, e, and take it at your leiſure, - 
It is not always right to take your adver- 


— — pawn with your king, for very often 
it 


| THE GAME OF BACK-GAMMON.. 


a table 4ivided | into two parts, and marked 
with twenty-four lines, alternately black and 
white. Each 
one ſet black and Ws other white. | 


Direion for arranging the Men, with 03. 


ſervations. 


If you determine to 


two men upon 
the 


ppens to be a lafeguard and protection 

to our king. | | 

When you can take a man wich different 

. ates; 0 not do it with the firſt that occurs, 
t conſider 3 with wel 18 288 

; "ob take it. N 


\HIS game is is played a two Spende 6 upon 


perſon has alſo fifteep men, the 


lay into the right | 
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the ace point in your adverſary's table, five 
upon the ſix-point in the oppoſite table; 
three upon the five, or cinque - point in the 
hithermoſt table, and five on the ſix- point 


in your own table. Theſe men, in playing, 


are all to be brought round into your own 
table, and the number of points you are'to 


play each time is determined by the number 


thrown with a pair of dice. 5 
The firſt beſt throw upon the dice is 
aces; as it ſtops the ſix- point in the outer 
table, and ſecures the five or cinque point 
in your own, by which your adverſary can- 
not take his two men from your ace point, 


either with fours, fives, fixes, five and four, 


fix and four, or fix and five. 


4 The Laws of Back-Gammon. 


IF you remove a man from any point, 
that man muſt be played; the ſame muſt be 
done if two men are removed. | 13 
Till a man is placed upon a point and 
quitted, it is not underſtood to be played. 


No penalty is attached to playing with 


fourteen men, becauſe, playing with a leſſer 
number than you are entitled to is a diſad- 
vantage, as you have not the additional 


man to make np your tables. 


108 BACK-GAMMON. 

If you bear any number of men before 
ou have entered a man taken up, ſuch men 
5 borne muſt be entered in your adverſa- 


ry? ry's tables, as well as the man taken IP by 
b EY 


If you jt a es. and play i it, and 


N your adverſary has alſo thrown, it cannot be 
. but by mutual . 0 


on, 


nal 4 os 


Colentations laftrating the 4 nee, Chance 
on the Die. 


2 THE ade of chances on w dice 
Are thirty-ſix, as follows: 3 


1 5 and 3 twice — 2 
2 fives, or cinques 1. and 2 do. 2 
2 tours, or quatres 1 gandrdo. - 2 
2 threes, or trois 1 4 and 3 do. 2 
2 twos, or deuces 1 4 and 2 dwo. 2 

2 68, or aces 1 4 and 1 d. 2 
6 and i twice 2 3 and 2 do. 2 
6 and 4 do. 2 3 and r do. 2 
6 and 3 do. 2 2 and 1 do. 2 
V 

6 and 1 (o. a 18 

4 and . 18 
59 1 Total ns nw 


on 2 dice "0 90 
It 


Ice 


* - 
LES 


AS. 


JJ ͤ 4& rao. 10 
6 and 5 twice 22 3&2 do. 10 
6 and 4 do. 20 3&rdo. 8 


Fe 


6 and 1 do. 1 „ 
5 and 4 do. 18 192 
192 Divided 294 "Worden: 
| by 36 288 * 
6 
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It ſhould be obſerved that for every doublet 
you throw, in bringing your men into your 
own table, you reckon double the number of 
points. Thus, if you throw ſixes, which 
are twelve points, you play four and twenty, 
and in bearing the men, entitles the Fog 0 
to bear four. 

Jou are entitled to throw eight points every 
time, as the following table will demon- 
ſtrate. 


2 aces 5 -. 4 5 & 3 twice 16 
2 deuces 8 5 & 2 do. 14 
2 trois 12 5 & 1 do. 12 
2 quatres 16 4 & 3 do. 14 
2 cinques 20 4 & 2 do. 12 


6 and 3 do- 18 e | 
6 and 2 do. 16 


IP 
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By the following table, the chance of T. 
| throwing any certain die is demonſtrated. — the ri 
Suppoſe you want an ace, it is 25 to 11 © 
_ your WOE it,” as thus: 


2 aces - 1 4 and 1 twice - 2 

6 and 1 twice 2 3 and 1 do. 2 
gs and 1 do. 2 | — 
| 3zandido - 2 4 5 
| 4 Total 11 4. 
| Which deducted as fo 
| from 36 


The odds of entering a man, upon hs 2, 
37 4, Or 5 points, are as follows: 


for. againſt. for. againſt. 

2 | ee 21. Gu „4 to 9 
upon points 20 21.5 4 | 
84 upon 3 points 27 9754 3 I f 7 
S | upon 4 points 32 4 = 8 I 4 
. — . 11 
7 ther 
: | einc 
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1 
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The odds of hitting, wittrany chance, in 
the reach of a 2815 die, are as follows: 


1 


for. againſt. | for. |  3gainſt. 
ſupon 1 is 1 (4 to 9 


upon 2 12 24 8 
„„ 
* 


= [8 3 Me 


The odds of hitting. with double ice are 

as follows: | EG | 
25 for. againſt. Per. "againft. 
0 ſupon 7 is 6 to 301. Pr to 5 

upon 8 3 30 1 = 0 . 

8 upon 10 7 15 . 3 Wy 


To hit 


1 2 
4 , . 4 * et — 4 " ” 
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Maxims for Learners. 


oi F you play three up at back- -gammon, 
your principal view, in t 1 firſt place, is, ei- 
ther to ſecure your own or your adverſary's 
einque- point; when that is effected, you may 
play a puſhing game, and endeayour to gam- 
mon your adverſary. 
L 2 | The 


| 
| 
| 


qut of 
2. pro bes of taking u 
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Tbe next beſt point. (after you have gained 


your. cinque-point) is to make your: barr- 
point, thereby preventing your adverfary's 


running with two fixes.” . 
"After you have proceeded thus far, you are, 
. In the next | to prefer the making your. 


ar point in your own tables, rather than 
quatre<ppint out of them. 

. Having | 

chance to gammon 4 adverſary, if he is 


very forward; Kp 10 uppoſe his tables are 
1 


broke at home, e then your intereſt, 


to open your barr-point, and to oblige him to' 
dome out of your tables with a ſix; and hav- 
ing your men ſpread, you not only may 


tch that man which your adverſary brin 
8 aux tables, bit you will alſo An 
the, man left in 
your tables (upon ſuppotition that he had 
two men there.) An ſup ole he ſhould 
have a blot at home, it will then be your in- 


tereſt not to make up your tables; hecauſe, 
if he ſhould enter upon a blot, - which you 
are to make for the purpoſe, you will have a 


probability of getting a third. man; which, 
if accompliſhed, will give vou, at leaſt, four 
to one of the gammon; whereas, if you 
have only two of his men up, the odds are 


in his favour that vou «da: * nat pagan 


& 4% 
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ined thefe points, yon have a fair 


"If. 


der to lo 


your game the eas | becauſe you will, by 
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If you play for a hit only, one or two men 


taken up of your adverſary's, makes it ſurer 
than a greater number, provided that your 
, or opens 1 
When you carry your men home, in or- 

10 no point, you are to carry the 
moſt diſtant man to your adverfary's barr - 
point, that being the firſt ſtage you are to 
place it on; the next ſtage is ſix points far - 


ther, viz. in the place where your adver- 
ſary's five men are firſt placed out of his ta+ 


bles; the next ſtage is upon the ſixth point in 
your tables. This method is to be purſued 
till your men are brought home, except two, 


when by loſing a point, you may often ſave 
your gammon, by putting it in the power 


of two fives, or two fours, to ſave it. 

If you play to win a hit only, you are to 
endeavour to gain either your own or your 
adverſary's cinque-paint; and if that fail 
by your being hit by your adverſary, and 
you find that he is forwarder than you, in 


that caſe you muſt throw more men into 
his tables. The manner of doing it is thus: 


put a man upon your cinque or barr-point, 
and if your adverfary neglects to. hit it, you 
may then gain a forward game, inſtead of a 
back game; but if he hits you, you muſt 
play for a back game, and then the greater 
number of men which are taken up makes 


3 __, that 
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that means, preſerve. your game at home; 
and you muſt then always endeavour to gain 
both your adverfary's ace and trois- points, 
or his ace and deuce- points, and take care to! 
keep three men upon his ace point, that if 


you chance to hit him from thence, that 


point may remain ſtill ſecure to you. 


At the beginning of a ſet do not play for | 
a back game, becauſe by ſo doing vou would 


my to a great diſadvantage, running the riſk, 


en wah or petit _— W 


be Dice, at the Commencement o the- Game, 
for a SAKKON, or for a Hrr. 8 


TWO aces, to be played: on your 8 


_ and e for a . ce or for 
"ps 


Two find, to be played on your 1 


| Fy's barr. point, and on your COIN Point, 

fox à gamman, or for a hit. | 
Two trois, two to be played on your 

| einque- point, and the other two on your 


trois poimt iii your own tables, on" a Sams 
mon only; . 


Two deuces, to be . on your qua- 


| re point i in your own tables, a two to be 


deen 


_ your adverſary's tables, for a gammon only. 


tables, for a gammon only. 


on tables, for a gammon, or for a hit. 


* men placed in your adverſary's tables, 


| your adverſary's age- point, as far as he can 


4 from your: adverſary's ace- point, as far as he 
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brought over from the five men placed in 


tTwo fours, to be brought over from the 
five men placed in your adverſary s tables, and 
to be put upon the cinque · point in your own 


Two fives, to be brought over from the 
five men placed in your adverſary's tables, 
and to be put upon the trois-ppint in your 


Seize-· ace, you are to take your har paint, 
bor a ganimon, or for a hit. 
; Seize:dence, a man to be brou ht from: the 


and to be placed on the cinque point in your 
own tables, for a gammon, or for a hit. 
: Six and three, a man to be brought from 
yas adverſary's ace- point, as far as he wk 
80, for a gammon, or for a hit. 

Six and four, a man to be brought from 
your adverſary 3 ace-point, as: far as -he will 
80 for a gammon, or for a hit. | 

Six and five, a man to be carried from 


90, for a gammon, or for a hit. 
Cinque and quatre, a man to be carried 


can go, for a gammon, or for a hit. 
Cinque · trois, to make the trois point in 
your ta 2 for a gammon, or for a 3 
N | * 


1 ; 
2X7 | 
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Cinque: deuce, to play two men from the 


five placed in your adverſary's e for a 
gammon, or for a hit. 


| *Cinque-ace, to bring one man from the 
adverſary's tables for the 


five placed in you 


cinque, and to play one man down on the 


cinque - point in your own tables for the ME, 


for a gammon only. 
Quatre-trois, two men to be brought from 


the five placed in your adverſary's n, for 


a gammon, or for a hit. 


Quatre-deuce, to make the quatre-point in 
your own tables, for a Emmon, or for a 
hit. 5 
5 +Quatre- ace, to play a man from the five 
placed in your adverſary's tables for the qua- 


tre, and for the ace to play a man down 


upon the cinque- point in your own' tables, 
for a gammon only. 


Trois-deuce, two men to be brought from 


the five placed in your ee 8 Oy: for 
a gammon only. 

Trois-ace, to make the cinque · point in 
lr own ering. for a opp or- for A 

it 

*Deuce-ace, to phiy one man FR the 
five men Placed in your adverſary's tables 
for the deuce; and for the ace, to play a man 
down upon the 8 in ct own ta- 
bles, for” a Fn on ly. | 
Rv. 0 


Ks 
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Rorr ES for Playing the Chances marked (*) 
8 "when for a H1T only. 


| TWO trois, two of e are to be | 


played on your . cinque-point in your own 
tables, and with the other two you are to 


take the W in, Our: e be s ta- 
| bles. : 11600 16 43 | 


+Two. deuces, t two * em are to * 


p yed on your quatre: point in your own 


bles, and-with the other two: you are to 
ba, the rein Paine. in I GARY ta- 

e widr %o 

„The A dog SEE caſes are to be baue 


22 manner, for this reaſon, viz. that 
you avoid being ſhut: up in your 


5 ary's tables, and have the chance of 


| throwing high doublets, to win the hit. 


,*Two fours, two of them are to take 
your adverſary's cinque - point in his tables; 


and for the other two, two men are to de 


brought from the five placed in e adver- 
fary's tables. | 


*. Cinque-ace, play the cin que from 


che five men placed in your adverſary's ta- 
bles, and play the ace from pr adverſary 's 


ace point. 


4. Quatre-ace, aha the quatre from the | 9 


five men placed in your adverſary's tables, 


and play the ace from the men on ae ad · 


verſpry's aceaſnt, oO 7 
*3, Deuce. 
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*2. Deuce-ace, play the deuce from the 
five men placed in your adverſary's tables, 


and play the ace from your adverſary's ace- 


point, VR. 
N. B. The three laſt chances eee a. 
in this manner, for the following reaſon :— 
by laying an ace down in your adverſary's 
tables, you have a probability of throwing 
deuce- ace, trois - deuce, quatre: trois, or ſeize 
cinque, in two or three throws; in any of 


which caſes you are to take a- point, w ick 


gives you vaſtly the better of the hit. 


You may obſerve, by the directions given 
in this chapter, that yon are to play nine 


chances out of the thirty-ſix in a different 
manner, for a ſingle hit, to what you would 


do when playing for a gaammon. 


Particular DiztcTIONSs for playing, with 


'- © OBSERVATIONS. 


BM the directions given to play for a gam- 
mon, you are voluntarily to make ſome 


blots, the odds being in your favour that 


they are not hit; but ſhould it ſo happen that 


any blot is hit, as in this caſe you will have 


three men in your adverſary's tables, you 
muſt then endeavour to ſecure your adver- 
fary's cinque, quatre, or troĩs · point, to pre- 
DEG A Ns vent 


tables; which is, in effe 
men by not having them in play. 


tempt to ſave a 


thinks fit. 


your game accordingly 1 
If you are oblig 5 leave a blot, by re- 


you will find the chances for and againſt you, 


vantag E. 
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mon, and muſt be very cautious 


vent 4 


how you ſuffer your adverſary to take up a 
fourth man. 

Take care not to crowd your game at any 
time, if poſſible. What is meant. by crowd- 
ing a game, is the putting many men either 
upon your trois or deuce- K be in your own - 


loſing of thoſe 


Beſides, by. crowding your game, to at- 
ammon, you are often gam- 
moned; becauſe, when your adverſary finds 
your game Gn, by being crowded in your 
own tables, he may then play his game as he 


By recourſe had to che calculationsg you 
may know what are the odds of your entering 
a ſingle man upon any certain number of 
points, and by that means you may play 


courſe had to the calculations for hitting it, 


and conſequently you will be enabled to judge 
how to = your game to the greateſt ad- 


* will alſo find by the calculations hs 
odds for and againſt you, upon being hit by 
double dice, and conſequently. you will have 


it in your power to chooſe ſuch a method of 1 
If 1 


play as as is moſt to your n 
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If it is neceſſary to make a run, in order 
to win a hit, and you would know to a point 
which is forwardeſt, your adverſary, or you, 

take the following methollli it 
Begin with reckoning how many points 


you muſt have to bring home to your feize- 


point in your own tables the man that is at 
the greateſt diſtance from it, and do the like 
by every other man that is abroad; when 
the numbers of thoſe abſentees are ſummed 
up, add to them the following numbers for 
thoſe already on your own tables (ſuppoſing 


the men that were abroad as on your ſeize - 


point for bearing) namely, ſix for every man 
on the ſeize-point, five for every man on the 
cinque-point; four for every man on the 
quatre-point, three for every man on the 
+ trois-point, two for every man on the deuce - 
point, and one for every man on your ace- 
point. Do the like to your adverſary's game, 
and then you will know which of you is 
forwardeſt, and likelieſt to win the hit. 


the point where you put it, becauſe that no- 
thing but high doublets can give you any 


If your adverfary is greatly before you, 
never play a man from your quatre, trois, or 
deuce-points, in order to bear that man from 


chance for the hit: therefore, inſtead of 

playing an ace or a deuce from any of the 
aforeſaid points, always play them from your 

feize or higheſt point; by which means 5 | 
will 


| hitting you, is 5 to 1 againſt him. 
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will find, that throwing two frves, or two 
fours, will, upon having eaſed your ſcize and 
cinque-paints, be of great advantage to you : 


whereas, had your ſeize- point remained load- 
ed, you muſt, perhaps, be obliged to play at 


length thoſe fives and fours. | 

Whenever you have taken up two of your 
adverſary's men, and that you happen to have 
two, three, or more points made in your own 


tables, never fail ſpreading your men, in 
order either to take a new point in your tables, 


or to be ready to hit the man your adverſary 
may happen to enter. As ſoon as he enters 


one of his men, you are to compare his game 


with your's; and, if you find your game equal 
to his, or better, never fail taking his man up 


if you can, becauſe it is 25 to 11 againſt his. 


hitting you; which chance being ſo much in 

r favour, you ought always to run that 
riſque, when you have already two of his 
men up. wet 5 | 


Thbere is this e ception to this rule, that if 


u play for a ſingle hit only, and that your. 


playing that throw otherwiſe gives you a 
better chance for the hit, you cught not to 
take up that man. 3 | 


Never be deterred from taking up any one 


man of your adverſary's by the apprehenſion 


of his hitting you with double dice, becauſe 
the faireft probability your adverſary has of 


If 
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If you ſhould happen to have five points 
in your tables, and to have taken up one of 
your adverſary's men, and are obliged to leave 
a blot out of your tables, take care, if it is 
in your power, rather to leave it upon doub- 


lets, 'than any other chance, becauſe doublets 
are 35 to f againſt his hitting you, and any 
other chance is but 17 to i againſt him. 


Tuo of your adverſary's men in your 


you, than if he had only two men in them. 


tables are better, for a hit, than any greater 


number, provided your game is forwardeſt ; | 
| becauſe his having three or more men in 


your tables, gives him more-chances to hit 


If you are to leave a blot upon your en- 


tering of a man upon your adverſary's tables, 


or otherwiſe, and have it in your choice to 


leave it upon what point you pleaſe, always 
chuſe that which is the moſt diſadvantageous 


to him. To illuſtrate this by an example, 
let us ſuppoſe it is his intereſt to hit you, or 
take you up as ſoon as you enter, in that 


caſe you are to leave the blot upon his loweſt 
point; that is to ſay, upon his deuce point, 
rather than upon his trois - point, or upon his 


 trois-point preferably to his quatre point, or 


upon his quatre- point preferably to his cinque- 


point; becauſe (as has been mentioned be- 


fore) all the men your adverſary plays upon 


his trois or his deuce points are deemed as. 
loſt, being in a great meaſure out of play, 
33 | | _ thoſe. 


— — 
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thoſe men not having it in their power to 


make his cinque- point, and conſequently his 
game will be crowded there and open elſe- 
where, whereby you will be able alſo muck 


to annoy him. 


To prevent your -adverfary from bearing 


kis men to the greateſt advantage, when you 
are/rurining to fave your gammon ; as for 


Inſtance, ſuppoſe you ſhould have two men 


upon his ace-point, and ſeveral other men 
abroad, though you ſhould loſe one point or 
two in putting your men into your tables, 


pet it is your intereſt to leave a man upon 


your adverfary's ace · point; which will have 
this conſequence, that it will prevent his 


bearing his men to his teſt advantage, 


and will alſo give you the chance of his 
making a blot, which you may chance to hit. 


But if, upon a calculation, you find that you 


have a throw, or a probability of ſaving your 
gmmon, never wait for a blot, becauſe the 


adds are greatly againſt hitting it. 5 


* 


| Cars, put by Way of Example, ſhewing how 


te calcalate the Odds of javing or winning 
« Gemen. | e ene 
I. SUPPOSE your tables are made up, 
and that you have taken up one of your ad- 
% =, "ES verfary's 
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verſary's men; and ſuppoſe your adverſary 


has ſo many men abroad as require three 


throws to put them in his tables: 


Auecre. Whether you have the better of a 


gammon or not ? 

Anſwer. It is about an equal wager that 
you gammon him. 

Becauſe, in all probability, you will have 


.. borne. two men before you open your tables; 
and when you bear the third man, you wall 
be obliged to open your ſeize or cinque- point; 
in that caſe it is probable; that your adver- 


ſary muſt take two throws before he enters 
his man in your tables, and two throws more 


before he puts that man into his own tables, 
and three throws more to put into his own 


tables the men which he has abroad, which 


in all make ſeven throws: and as you have 


twelve men to bear, theſe probably will take 
ſeven throws- in bearing, becauſe you may 
twice be obliged to make an ace, or a deuce, 


before you can bear all your men. 


N. B. No mention is made of > 095 e of 
either ſide, that event being equal to each 
party. 


. foregoing caſe heing duly attended | 
to, ſhews it is in your power to calculate very 


nearly the odds of faving'or winning a Sam- 


mon en n occafions. 


I. Suppoſe 
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l Seppole 1 have three men upon m 
1 ee and five . in Ay 
fables, <4 that my adverfary hasall his men 
in his IN Cre upon each of his 255 n | 
ints: e 
Trere. Whether the probability is for his 
gammoning me, or not? 25 
Anſfever. ES Points. 
For tus bearing 3 men from his 6point, is 18 
from his 5 point, — 15 
from his 4 point, — 12 
from his 3 point, — 9 
from on 2 Penn, — 6 
5 3 Total 60 

To bring my 3 men from my adverſary's 

ace · point to my ſeize · point in my tabſes, 
— for each 18 points, make i in all 54 


— 
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And as, W beside the fix points in your fa- 
vour, there is a further conſideration to be 
added for you, which is, that your adverſary 
may make one or two blots in bearing, as 1s 
frequently the caſe ; you fee by this calcu- 
lation, that you have - greatly the better of 
the probability of ſaving your gammon. 

N. B. This caſe is ſuppoſed upon an equa: 


lity of a 
| e N III. Surpoſe 


l — paper rms a —— LE 
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III. Su ppoſe I leave two blots, either of 


which cannot be hit but by two double dice: 
to hit the one, that caſt muſt be eight, and 
to hit the other it muſt. be nine; by which 
means my adverſary has only one die to hit 
either of them. 


Auere. What are the odds 47 his mag 
either of theſe blots ? 


ak wer. The ngen on two dice are in 


all 30 | 
„% —o_. 75 
The chances to] 5 and 3 twice, »— 2 
hit 8 mY J 2 deuces, — 1 
| 2 ſours, — 1 
The chances to 6 e . 
: "hit 9 ate, 5 and 4 twice, — 2 
N > Rs 2 trois, — — 1 


Total chances for hittiog, 11 


Remain for not hitting, bt | 


80 that is. is T 8 11 that he; will, not kit 


either of thoſs blotts. 


IV. To give another example, let u us ſup 


poſt, that 1 leave two other blots than the 


borwegowhich cannot be hit but by double 
dice, the one muſt be hit by fight, and the 
ather by ſeven. 

Duere. What are the adds f my vers 
_ lary's OG either of theſe blots ? 


Auſ. 
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. The e on 8 dice are in all 36 


6 and 2 twice, | 
5 and 3 twice, 
2 fours, — 


2 deuces— — 


A 
Hit 8 0 g 


The 9 fo | Fd 1 Twice, 
hi PE 5 and 2 twice, 

a [4 and 3 twice, 
Ton chances for log, 12 

1 for not hitting, 24 


— 


© Therefore ir is two to one that I am not. 


that. — 

The like method 1 00 de taken with three, 
four, or five blots upon double dice; or with 
blots made upon double and fingle dice at the 
ſame time; you are then only to find out (by 
the table of 36 chances) how many there are 
to hit anv ot thoſe blots, and add them together 
in one ffi; which ſubtract from the number 


36, which is the whole of the chances upon 


two dice, refoives any queſtion required. 
V. The following ewes are to ſhew a way 
of calcularitig; which may be called a me- 


chanical way of folving of queſtions of the 


ike nature. 
I would know what are the odds aft throws 
ing 7 twice," belore 10 once? ͥD˖D 


3 | 
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An fever. It is 5 to 4 that 10 is thrown 


once before 7 is thrown twice, which i is de- 


monſtrated as follows: 


Suppoſe the ſtake depending is nine pounds, 
my firſt throw entitles me to have one third 


part of that money, becauſe has ſix chances 


for it, and 10 has but three chances, and 


therefore it is two to one. 


For the firſt throw! | 


& . 4 


Having taken 3l. out of the l. for 
the firſt throw, the remainder is 
6l. out of which a third part is 


to be taken for the ſecond throw 2 0 0. 


The total i is, 8 -@" 
Remains 1 4 0 


The whole ſtake i is 9. 0 


KEE e's know A IF are 8 ada of 


entering a Man upon any certain Point in 


two throws ? 


Anſqwer. Suppoſe 36 billings i is the whole 


ſtake depending, I would know what is my 
ſhare of that ſtake, having laid 18 ſhillings 
that I enter in two throws? By the calculas 
tions in the table of 36 chances, it is found 
that I have I chances out of the 36 for en- 


* e wo tering 


3 9 


1 0 400 J. 
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makes 76. 74d. for che ſecond . 5 | it 
2 12 ns 4 — een 007 7 "4 
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vour of entering a man upon any certain 
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tering the firſt throw, for which, therefore, I 
am . to 11 out of the 30 ſhillings. 
| 5 ein, q 
| "The ſake i is, — 36 0 
, For the firſt has EEO 


gent 03; bt - Remains, of hci he 0 
The 3 being 25 thillicgs, « 
(is to be divided into 36 equal: | 

parts, of which I am entitled to 

eleven of thoſe parts, which 


— — hs = — ——_ —— —— — „* _ 2 0 
4 - 2 mA ” ono tet? nt nate cet tit FCS Bo BE oe * — — — — — — — 2 5 — a a 
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Adding this to the hes 11 | thil- | 
34 makes my ſhare of the 
ſtake to de, — — TY 


Then my adverſary's ware will be, 17 42 


Total of che fake, | 30 6 


* Theiefore i it is very neatly 1 5 to 14 in . 


Point ut two throws. 


WED Caſe, _ a back Game. 1 


I. Let us ſuppoſe A plays the fore game, 
and that all his men are placed in the uſual 
manner. e 


\ 7 
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For B's game let us ſuppoſe, that 14 of kis 
men are placed upon his adverſary's ace- 
point, and i man upon his adverſary's deuce- 
point, and that B 1s to throw. 5 
E: 2 vere. Which game is likelieſt to win the 

it? 
Anſwer. A's is the beſt by gold to ſilver, 
or 21 for to 20 againſt; becauſe, if miſſes 


an ace to take his adverſary's deuce- point, 


which is 25 to it againſt him, A is, in chat 
caſe, to take up B's men in his tables, either 
ſingly, or to make points; and if B ſecures 
either A's deuce or troĩs- point, in that caſe, 
A is to lay as many men down as poſſible, 
in order to be hit, that thereby he may get a 
e cr; odio gdh 63 07% 
When you are pretty well verſed in the 
game of back-gammon,. by practiſing this 
back game, you will become a greater pro- 
ficient in the game than by any other method, 
becauſe it clearly demonſtrates the whole 
power of the back game. 


II. Back game Let us ſuppoſe A to have 


five men placed upon his ſeize - point, five men 
upon his quatre-point, and five men upon 
his deuce- point, all in his own tables. ö 
And let us ſuppoſe B to have three men 
placed upon 4's ace- point, three men upon 
A's trois- point, and three men upon A's 
cinque- point; let B alſo have three men 
upon his ſeis e- point in his own tables, 5 
* ITY 
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three men placed out of his tables, in the uſual 
manner. WE | 
ZAuere. Who has the better of the hit? 
. Anſwer. It is an equal game; but, to play 
it exitically, the difficulty lies upon B, who 


B, in the firſt place to endeavour to gain Eis 


cinque and quatre-points in his own tables; 


And, when that is effected, he is to play two 


men from A's cinque- point, in order to 
oblige his adverſary to blot, by throwing an 
ace, which, if B hits, he will have the faireſt 
probability of winning the hit. ; 
III. Back game. Suppoſe A las three 
men upon B's ace-point, and three men upon 


's deuce- point, alſo three men upon his 


ſeize-point in his own tables, and three men 


upon his uſual point out of his tabies, and 


three men where his five men are uſually 


placed in his adverſary's tables. | 


And let us ſuppoſe E has bis men placed 
in the ſame manner, both in his own and his 
adverſary's tables, with this difference only, 
. inſtead of having three men put upon 


A's deuce-point, let them have three men 
upon A's trois-point. 


Auere. Who has the beſt of the hit? 

Anſwer. A; becauſe the ace and trois- 
points are. not ſo good for a hit, as the ace 
and deuce- points in your adverſary's tables, 
for this reaſon; becauſe, when you are 
bearing your men, you have the deuce- point 
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in your own tables to play your men upon, 
which often prevents your making a plot, 


which muſt happen otherwiſe to your ad- 
verſary; and take care to lay down men to 
be hit as often as you can, in order to k 


pour game backward; and, for the thine: 
reaſon, avoid hitting any blots WN 5 


adverſary makes. 


IV. As a Caſe of Curiofity ad labilen. = 


Let us ſuppoſe A has his 15 men upon B's: 


ce-point, B is ſuppoſed to have his barr- 


point, alio his ſeize, cinque, pag, and trois- 
points in his own tables. 

Auere. How many throws is A likely t to 
take to bring his 15 men into his own tables, 

and to bear them? h 

Anſcecr. You may undertake to do it in 
ſeventy- five throws. 


It is odds in A's bone that be vis an 7 


zce in two throws: it is alſo odds in 4's fa- 
vour- that he throws a fix in two throws; 


when theſe events happen, A has a probabi- 


lity of not wanting above two or three throws 


to play till he has got all his fifteen men into 
his own tables: therefore, by a former rule 


laid down to bring your men home, and alſo 
for bearing your men, you may be able to 


find out the probability of the number of 
throws required. "__ B Rapds ſtill, and - 


V. * 


does not play. 


——— 2— — San 


— 
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V. 4 not ber Caſe of Caridfiiy and TefiruBien. 
Where A and B ſhall play as faſt as uſual, 


and yet B ſhall: make the hit laſt, probably, 
for many hours. | 5 


We will ſuppoſe B to have borne 13 men, 
and that A has taken up the two remaining 


men, 


And let us ſuppoſe that A has 1 5 men in I 


B's tables, wiz. three men upon his ſeize- 


point, three upon his cinque-point, three 
upon his quatre-point, three upon his trois- 
point, two upon his deuce-point, and one 


upon his ace- point. 


"The method which A is to take, is this: 
let him bring his 15 men home, by always 
ſecuring fix. cloſe points, till B has entered 


his two men, and | brought them upon any 


_ certain point; as ſoon as B has gained that 


point, A muſt open an ace, deuce, or trois, 
or all three; which effected, B hits one of 
them, and A, taking care to have two or 
three men in B's tables, is ready to hit that 
man; and alſo, he being aſſured of taking up 
the other man, has it in his power to prolong 


the hit to, almoſt any length, provided he 


takes care not to open ſuch points as two. 


fqurs, two. fives, or two fixes, but always to 
open the ace, deuce, or trois- points, for A to, | 


hit them, | 
N VI. I 


„ Tg» AU ae ene oc dd agtomrons 
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his ſecond throw 


BACK-GAMMON. 
1 would know what are the odds 
upon two dice, for throwing two ſixes, two 


fives, or two fours, in three throws ? 


An faber. Suppoſing 36 ſhillings to 
be the ſtake depending, the thrower - 


will be entitled to have for his firſt . 


throw 5 
Which deducted out of 36, remains 
33; which divided again into 36 parts, 
make ſo many elevenpences, out of 
which the thrower is to have three for 


= 


The remainder, 30 ſhillings and 
threepence, is again to be divided into 
36 parts; dividing the 30 ſhillings ſo, 
make ſo many tenpences, and the 


threepence divided into fo many parts, 
make ſs many thirds of farthings, of 


which the thrower is to have three 


paris for his ſhare for his third throw 2 01 5 


3 — 


Total for che s 8 34 


—— 


80 that it is 275. 814 to 9. 324. againſt 
the thrower; which, reduced into the ſmalleſt | 
number, is very nearly as 10 to 3, that two 
ſixes, two fives, or two fours, : are not thrown 


in two throws. 


| VII. Bk: 


2 9 5 


dds Þ#- Ea VII...Back gome. Suppoſe A to have two 


mY men upon his ſeize-point in his own tables, 


point, and three men upon his adverſary's 
quatre- point. | 


are uſually placed in his adverſary's tables, 


the Kut? 


ther an ace or a deuce, from his adverſary's 


: eaſily bring thoſe men away, if he finds it 


BACK-GAMMON. 136 


three men upon his uſual point out of his 
tables, two: men upon the point where his 
five men are uſually placed in his adverſary's 
tables, five men upon his adverſary's ace- 


And let us ſuppoſe B to have two men 
upon his ſeize- point in his own tables, three 
men upon his uſual point out of his tables, 
two men upon the point where his five men 
are uſually placed in his adverſary's tables, 
five men upon his adverſary's ace- point, and 
three men upon his adverſary's quatre - point. 

And. let us ſuppoſe B to have two men 
upon his ſeize-point in his own tables, three 
men upon his uſual point out of his tables, 
two men upon the point where his five men 


five men upon his adverſary's ace-point, and 
three men 1055 his adverſary's trois- point. 
AQuere. Who has the faireſt chance to win 


© Anfiver, A has, becauſe he is to play ei 


ace-point, in order to make both theſe points 
as occaſion offers, and having the quatre- 
point in his adverſary's tables, he may more 


neceſſary, and he will alſo have a reſting 
3, Ns place 


=. 
* 1 


if he thinks proper; whereas B cannot ſo 


ACE. AMON. 


The reſult is, that the beſt player ought to 


for, the ſituation 
and B's game. 
If A throws | 
gain his adverſary's cinque-point ; when that 
is effected, let him lay as many blots as poſ- 2 
ſible, to tempt B to hit him; for every time | 
that B hits them will be in As favour, be- 3 
cauſe it puts him backward; and let A take ; 
{ 
| 


- 


n, 36 s 
-- | 2 Fs 2 1 ws th; =? BYE cM by 1 
place by the conveniency of that point; which : 
at all times in the game will give him an op- _ 
portunity of running for the hit, or ſtaying, 2 


readily come from the trois- point in his ad- Ber 
verſary's tables. 1 3 = 
I. Let us ſuppoſe 4 and B place their tor 
men in the following manner for a hit. w. 
' "Suppoſe A to have three men upon his 515 
ſeize- point in his own tables, three men upoh eie 
his ufual point out of his tables, and nine 3 
men upon his adverſary's ace, deuce, and D 
trois-points, three men to be placed upon | 
each point; and ſuppoſe B's men to be placed 15 
in his own, and in his adverſary's tables, in 15 
the ſame order and manner. pe 
win the hit; and the dice are to be thrown p. 
being perfectly equal in 47s Tc 
| | l 


firſt, let him endeavour to 


up none of B's men for the ſame reaſon. 
A is always to endeavour to take care to 
have three men upon each of his adverſary's 
ace and deuce- points; becauſe when B makes 
a blot, theſe points will remain ſecure, and 


IF 
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nen dy recourſe had to a former Caſe (Numb. V. 
P. 133. when A has borne five, ſix, or more 


9 5 men, yet 4 may ſecure fix cloſe points out 
ing, men, yet may ic points out 
_ of his tables, in order to prevent B from 
. getting his man home: and, by recourſe had 
| to, the calculations, he may eaſily find out (in 
heir cCaſe he makes up his tables) who has the bet- 
. ter of the hit; and if he finds that Þ is for- 
his wardeſt, he is then to endeavour to lay ſuch 
poh biots to be taken up by his adverſary, as may 
Unt give him a chance for taking up another man, 
go in caſe B ſhould happen to have a blot at 
pon JJ. 1 
cel | Thoſe who play the foregoing game well, 
13 may be ranked in the firſt claſſes. 
5 II. 4 caſe of curioſity. A and B play at 
1 back- gammon; A has borne 13 men, and has 
wn | two men to bear upon his deuce- point; R 
4; has 13 men in his own tables, with two men 
to enter. B is to throw, and to name the 
15 throws both for himſelf and 4, but not to hit 
Tar a blot of either ſide. _ EE RS. 
rd Juere. What throw is B to name for 
ic both parties, in order to fave his gammon? 
he. _ Anſwer. B calls for himſelf two aces, 
= which enters his two men upon A's ace-point, 


B alſo calls two aces for A, and conſequently 
A cannot either bear a man, nor play one; 
then B calls for two fixes for himſelf, and 
carries one man home upon his ſcize-point 
in his own tables, and the other he places 
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iz3 BACK-GAMMON. 
upon his adverſary's barr-point ; Balſo calls 


ſeize-ace for A, ſo that A has one man lef tto 
bear, and then B calls for himſelf either two 


fixes, two fives, or two fours, any of which 
bear a man, in caſe he has men in his tables 


upon thoſe points, and to fave his gammon. 
III. The following queſtion is to be at- 
tended to, as being critical and inſtructive. 
Suppoſe that both your's and your adver- 
fary” s tables are made up. 


- Alfo that you have one man to carry home, 


but that he has two men on your barr-point 


to carry home, which lie in wait to catch 


your man, and that if you paſs him you are 


to win the hit: ſuppoſe, alſo, that you have 


it in LIT choice to run the riſk of being hit, 
. even or by eight, both of which are 


nces upon double dice. 


2 were. Which of theſe | chances 18 it beſt 
for you to venture? 


Anſever. That of 7, for the following rea- 
ſons: M 


Firſt, Becauſe that the chances of being 
M by ſeven, or by eight, are equal. 


| Secondly. If he does not hit ſeven, \ you will 
then have in your favour 23 chances to 13, 
that by your next throw you either hit him 


or paſs beyond him. 
Thirdly. In caſe your ſscond throw mould 
happen to be under ſeven, and that conſe- 


| quently you cannot hut * yet you ger 0 
P wy | 
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play that caſt at home, and oonlſequently leave 
the blot upon double dice. | 

Whereas, if, on the contrary, you. had 
made choice of leaving the blot upon eight, 
you would have made a bad choice, for the 
_ reaſons following: 

Firſt, Becauſe the chances of being hit by 
ſeven or by eight are only equal. 

Secondly, Becauſe. if you ſhould eſcape the 
| being hit by eight, yet you would then have 
but 17 chances in your favour, againſt 19 for 
either hitting him, or pally beyond him by 
your next throw. 

Thirdly, In caſe your ſecond throw ſhould 
happen to be ſeize- ace, which is ſhort of him, 
vou would then be obliged to play the man 
that is out of your tables, not being able to. 
play the ſix at home, and conſequently to 
leaye a blot to be hit by a ſingle {6 Stat) die; 
1 event, upon ſuppoſition that you play 
for 18 ſhillings à game, e entitle 1 to 

;r tl ngs of the whole e . 
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406 DRAVEHTS 
II. The table being properly wil 


eee the white ſquares 1 in order hats i. to 


5211. The black pieces are placed upon 


the firſt twelve ſquares in all the following 
dames. 


IV. The letters N, C, F, T, at the head of 


200 game, ſtand for N under, Colour, From, 


V. For the playing of any move required, 


the numbers may be wrote upon the board 


itſelf, near a corner of each ſquare, ſo as to 
be eaſily ſeen when the men are placed. Or 
a table may be drawn upon paper or card, 
and the ſquares numbered as in the following 


figure, and ſuch a table will be a Nea guide | 
10 0 any move directec. . 
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B 14,17 W 23,26 
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CRITICAL SITUATIONS TO DRAW 
GAMES, 


- Fine S17VaTION.. 4115 


ON No. 3, 4 black kings; on No. 1 
white kipg, on FS th to gy my 


W 15, 71 B 3, 8 W II 7 
W 711 Kc. ; 2 


89 _o© $64.4 | Y 


B Kin 


second Sinan 


382. 


No. g a black man, a black Kings 7 a 
white King, and white to move. 
14, 10 &c. 


Tarp srruarion. 


No. 3 As 12 black kings; 10, 11 white 
kings,” and black to move. 


B 3, 8 W 10, 18 


Founzn SITUATION. 15 


No: 13 a black man, * 15 black kings 15 


22, 23 white kings, and black to move. 


B 17,21 W 25,22 B 10, 14 W 26, 30 
B 14 7 W 22,18 B 94 * 
IF 


W 1014 B 13, 9: 


5 8, 3 W rg19 
1 „ „ ct 5 


B 15,10 W 22,20 


5 | 


» "2 * n r 
* 1 9 3 \ 


? << DRAUGHTS, 


Frrrn SITUATION. 


No. 18, 19 black kings, 28 a black man; 
27, 32 white kings, and white to Py 


W 27,24 B 18,15 W 24,20 B 16,11 
* B 19,23 W 24,20  &. 


SIXTH SITUATION. ty” 


No. 21 a black man, 22, 23, 24 . 
kings; 30 a white man, 31, 9 w ä 
and black to move. 


B 24,8 Wyi,z7 B 23,9 w 27,31 
B 19,24 W 32,7 B 24,20 W 232 


B 22,18 W 31,27 B 18,15 Wap: 


9 TORT &, 


CRITICAL SITUATIONS 10 W. 
„ 


FIRST fv cathy 


| No. 21 4 black man, 25 a black king; 
20, 27 white kings, and either to move. 


B 25,29 W . B 29,25 W 23,18 


9 . , W 18,22 B #5. W 26,39 


SER- 5 


„ 


d d 
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| SECOND. SITUATION. 


255 


No. 1, 2 black kings; 10, 11 white 
kings; 52 white man, and either to play. 


W 10, 14 
W 17,13 
W 16,19 
W 13, 9 
W 1 8 70 


a 


EC, 


B 2 6 


B g, 6 


B 
B 7 F 
B 1,6 


** © * I) * 
- 75 * 


B 2, 6 W 14517 
: 3. 2.75 W 11,16 
B 13 8 19,2 
B 1, 6 345 
B 135 E w 15 


Set the men as before. | 


W 11,15 B 6, 9 


W 10, 14 B 65 9 


W 18,22 B 13, 5 
W 22,18 B + 
W it 14 B 613 


Tum Srrukriox. 


B 6, 9 


B ©, 4 
p & 
B 5,1 
Side ; 
wW 15,18 
"W 14,17 
W 17,13 

wi? 7 

PEE ; 


No. 1; 2 black kings, 3 black man; 9, 
10, 11 white kings, 12 a white man, and 


black to F 

B 2x, 8 W 9,13 B oY 
5 , 5 V 10,14 B ©, 2 1 
3 WW 0; 6 B- ©, 1 
7 t 6. WII, B 3, 0 W 


It, 7 


W 1 515 


W 14, 9 
Wo 


* 


1925 
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Fot ifn S1TUATION. 


2 white king, 21 2 white man; 65 
10 Nous 


kings; black r to en my 
win. Thus 


J 49 1 W. 59 | Blioas W. 9,5 
I 


6 71.5 | 1 1 W 6, 9 
B 15,18 W 9, 1 22 W 17,14 
B „s 5.1 B 6, 2 W 14,10 

| . „ B 18, —_ 


| Place the 1 men a5 before. 


1 1- W 5, ) B 10,6 Wenz 


3 118 W 113 B 18,15 W 9,14 


1, 5 W 14,17 B 15, 10 W 17,22 


B 10,14 W232, 26 B 8 W 25,22 


1,6 . W 22,8; d 0,10 W 25,30 


8 haart 1 39.25 


"Rinks ere 


No. x a white king, 30 a white man, q, 


. 10 black Kings; p, An b a OY to Plays muy 


w in. 55 


: 9,6 * 8 3 
| Q,1 10,14 W 13, 9 
B Budd W W q, 8 B On W 30,25 


B 15,18 W 325,1 B 5, 1 W 5, 9 


B To ec. 5 


B 6, 1 W 5, 9 


AAA? 


2 
8 


4c 


W 18,14 
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B 18,22 W , 5 B 1, 6 W 

B 6, 9 W "> 0,14 

B 22,18 W 1, 5 B 18,18 W 
1610 W 1, 5 10, 6 
14,0 W , 5 


muſt conſequent y win. 


Sixrn ro rien 


** 


Now black bas the fourth rain, 0 


No. 22, 27 white kings, 18 * anz; 


ing to play, may _ 
W. 4, 9 B 


| da black king, 20, 21 black men, and white 


7, 5 . 


„ 
W 22,19 B "KY W170 32525 
W 10, 15 B 25530 W 15519 B 30,25 
W 27,32 B25, 2 W 19,243 B 20,2) 
W 32,23 | 
'SevenTH S1TWATION. + | 
No. 6, 24 black kings; 14, 18, 23 white 
kings, and either 1. we; white may win. 
W 18,18 B 6 J 24,28 
W a3, 79 35 W. on B 28, 32 
W 39,24 B ot 


W 2419 Ee. 


Eionrn 


"res | BY AUGHTS, 


Eleurn strain. 


N. I, 12, 16 black men, 7 3.4 black 


and EE to play. 


B 13, 9 W 1,20 B ol 20 ic 
— 1 W247 16,19 W 27,32 


— DRY 
„% en. 


is or ˙· ge Ter 


6,24 


* * * 
„ > 


SITUATION 8 FOR STROKES, 


Finer STROKE. T 


black king; 18, 27 whiteKings, and * to 
\þ play. 
= W 18,22 B 1,6 ware. 


1 5 6 Sr STROKE. 


No. I 75 27 white kings, 18 my Mack "> 
209, 30 black . and white to play. Xa 


W 17,22 | B 18,2 8 W 27,3 ö f 


9 


* i | Trzp 


king; 5, 6, 10 white men, 11 a White 2 


B 19,24 W 32,28 B 2, * W 28,19 


7 N 17 a black man, on No. 30 a 


S 


ki 


30 a 
e to 


nan; 


HII 
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TRIRD STROKE. 


Ng. 18, 19 white kings, 28 a white man; 
41 ge black kings, 20 a black man, and 
white to move. | 


N W 19,24 3 W 165 


FoukrTR STROKE. 


No. 9, 17, 21 black men, | 29 a black 
king; 18, 24, 26, ye white eng and white 
to: move; 
W 18,14 B 9,19 W 26, 22 B 147 

Wadi Set „ 


Fiery grün. 


No. 12, 2t black men, 27, 31 black 
kings; 20, 30 white men, 15, 18 white 


kings, and white to move. 


W 30,26 B 31,22 W 18,25 Ba1,z0 
W 206 B 12, 19 Wi 


SIXTH STROKE. 
No. 7, 23 black kings ; 9, 13 black men; 


8, 21, 22-white men 17 a white king, and 


white to move. | 
W-22,13 B 13,22 W g, B 23, 14 
W 320 . 2 3 " "1 


42 > | P 8E· 


: SI 4 


158. DRAUGH ITS. 


SEVEN TR STROKE. 


No. 3, 13, 14 black men, 24 à black 
king; 15, 22 white kings, 10% 21 er 
men, and white to move. 5 


W21,17 B14,21 nah 18 B21 
e 9 25 ook mo 


3 Eiern STROKE, | J. 
No 8 6, 9 black men, 18 a black W 


7 a white king, 13, 15 white men, and cs | 


A 8 


W 5, io B 6,15 W 13, 6 B 19 
W 723 . | 


Nixrn STROKE. PEG a 


. No. 6, - white kings, 9 a white man, 5a. 
| Black man; 14, 1 5 black Re and white 
| to play. | . 


W 7,10 54% 7 W "We 2 * - $524 
W 2, 9 | 


Turn STROKE. | 


No. Ay 1 8, 22 black men; 16, 27, 35, 


32 white men, and white to play. 


W 5, 11 B 8,15 W 30,26 Dann - 


W 32,28 B3is Was, 2 
Ex- 


2 DPRAU GEHTS. 1:9 


ELEVENTH STROKE. 


No. 6, 26 white men, 22 a white king; 
7. 15 black kings, 21 a black, man, and 


white to play. 


W 22,25 B21, 30 W 6, 2 ves 
W 


"Twas STROKE. 


Neo. 2 a black man, 27, 31 black kinds: 


1 a white man, 14, 19 white "gy ane 


white to move, 


Wie, 7 B 3,71 


W 19,2; 
 W 14,32 ih 


\ TxrarzanTH STROKE. 


No. 35 13 black men, 25, 26 black TP 
11 a white man, 15, 16 white kings and 
white to move. 


Wir, 7 B TY W Gar I 


r STROKE, 


No. 3 a black man, 26, 27 black kings; 
11 a 1 55 man, 15, 16 white kings, and 
white to move. 


WI s 


B 3,10 W 5522 


. Fir- 


160 DRAUGHTS. 


FiFTEENTH STROKE. 


No. 1, 3, N men, 25 a black king; 
20, 14, 17 white men, 13 a white | ng 58 
white to move. 


W 10, 6 B 1,10 W 14,7 B 2,10 
W 17,14 Biogty Wr329 dc. 


| SIXTEENTH STROKE, 

No. 1, 6, 7, 10, 12, 14, 15 black men; 
19, 20, 21, 22, 23, 26, 30 e eb and 
white to move. | 
W, 6 15,24 Wang: B u 
W 18, 2 


n STROKE, 


B23,29 W 31,24 5 16,19 e 
B 14,10 W 15, 6 B 3, 7 W209,25 
B 7, 10 1 B 10, 14 


EIGHTEENTH STROKE. 


king; 19, 22, 26, 30 white men, and white 
to play. 
W 26,23 Brc7,26 W 19,16 B 2%8 
W 5 - 8 

Nixx- 


No. 10, 13, 17 black men, 27 a black | 


m 
w 
1 


7. 


to 


g 
ad 


hits 


12 5 


Jack | 


INE 


men; 14, 15, 19, 23, 5 7 A 32 


to 8 
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. NINETEENTH STROKE, 

No. f, 6, 10, 19, 20 black men; 13, 15 
97; 28, 31 white men, and white to play. 

W133, 9 8 Gra W rs, 6 B 1,10 
W 37,24 B2ozy W 31, CS. 

TwNTIENR 8 El 
No. 1, 3, $1 6, 7, 12, 20 21 black 
white men, and white to play. 


| W 30,3 B27,30 W 14,10 B 714 
W 19,1 B 12519 W 23,10 B 30,23 
W 27, 2 1 


Tvrvrv.-Finsr STROKE, 


No. 3, 6, 10, 13, 14, 17, 19 black men; 
5, 20, 21, 22, 26, 30 white e and black 


B 1023 W 26, 9 B 19,26. W 30,23 
B 14,18 W B 10,7 n 
. 


1 TWENTV- 


 DRAUGHTS,- 


Twexrr- SC STROKE. 


No. 2, 7. IO, LI, 12, 13, 14, 21 black 
1 men; 19, 20, 22, 23, 26, 30, 355 32 
113 white men, and white to move. 

| W 20,16 B11,20 W075 B 10, 19 
M23, 16 B 12,19 3 B13, 22 
Wit: | 5 3 


Twexry-Tunp STROKE. 


1 No, 3, 5, 8, 10, 11, 1g, 16, 22 black 
mien; 17, 18, 20, 27, 28, 29, 31, 33 
white men, and white to move. 


W 31,26 B 22,31 W 18,14 Barge 
W 14, 7 B 3,10 Wa, 3 ; 


_ TwenTY-FourTH STROKE. 


1 1 12 black men, 14, 20, 32 blaek 
= Ing 9, 39, 31 white men, 15 A white. 
mW king, and white to move, 


W 31,279 B32,23 W 30,2 8 
Wit B 14, 5 W 8 ; fg * 
W 3519 ETD 


THE 


THE 2 or BILLIARDS, 


ek — | 
32 N | 4 5 
- HERE are various games of bills, as 
J follows: 7 
y The Wurire Wedding Gaz: 
The Wyrrtzt LosinG GAME. 
f RED, or CAR AMBOLE Wixx3NG GAME. 
5 . The Rep Losix e Game, and 
ck. FoxTiFICATION BILLIARDS. 
3% The game usually playec ed is the white 
| winning game, 
| POR and REGULATIONS to be obſerved at 
| the WütrE WINNING GAME, from Mr, 
1 | cf s Treatiſe on Billiards. 
hite. | The Game is Twelve in 1 
1 7 WHEN you begin, ſtring for the lead, 
22 —and the choice af balls, if you pleaſe. 
- II. When a perſon ſtrings for the lead, he 


milk ſtand, within the limits of the corner of 
the table, and likewiſe muſt not place his ball 
beyond the ſtringing nails or ſpots; and the 
perſon:who brings his ball dent the cuſhion 
. wins the lead. | EE hy 
HE in. It 


mn 
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NI. If after the firſt perſon has-ſtrung for 
the lead, and his adverſary who follows tum 
ſhould make his ball touch the other, he loſes 
TM” <5 
IV. If the player holes his own ball, ei- 
ther in ſtringing or leading, he loſes the lead. 
V. If the leader follows his ball with ei. 


- ther mace or cue paſt the middle hole, it is | 


no lead; and if his adverſary chuſes, he may 
make ham lead again. | . 


VI. The ſtriker who plays at che lead, 


muſt ſtand with both his feet within the limits 

of the corner of the table, and muſt not place 
his ball beyond the ſtringing nails or ſpots; 
and his adverſary (only) is bound to ſee that 
he ſtands and plays fair, otherwiſe the ſtriker 
wins all the points he made by that ſtroke. 


VII. When a hazard has been loſt in ei- 


ther of the corner holes, the leader is obliged 
(if his adverſary requires it) to lead from the 
end of the table where the hazard was loſt; 


but if the hazard was loſt in either of the 


middle holes, it is at the leader's, option to 
lead from either end of the table he pleaſes; 
VIII. If the ſtriker does not hit his ad- 
verſary's ball, he loſes one point; and if by 
the ſaid ſtroke his ball ſhould go into a hole, 
over the table, or on a cuſhion, he loſes three 
points, ir. one for miſſing the ball, and 
two for holing it, Sc. and he loſes the _ 
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IX. If the ſtriker holes his adverſary's ball, 
or forces it over the table, or on a Cuſhion, 


he loſes two points. 


X. If the ſtriker holes his own ball, or 
Sinners it over the table, or on a cuſhion, he 
loſes two points. 4, 

XI. If the ſtriker holes both balls, or forces 
them over the table, or on a cu ſhion, he loſes 
wo: points. ; 

XII. No perſon hath a right to take up his 
ball without permiſſion from his adverſary. 

XIII. If the ſtriker, by accident, ſhould 
touch ar move his own ball, not intending 


ito make 2 ſtroke, it is deemed as. an ger, | 


and his adverſary, if he requires it, _ 


| 15 ball back in the place where it ſto 


XIV. If the ſtriker forces his adverſary 
ball over the table, and his adverſary . 
chance to ſtopiit, ſo as to make it come on 
the table again, the ſtriker nevertheleſs wins 
I points. 
XV. If the leider eh cbs his n Dall over 
che table, and tis adverſary mould chance to 
ſtap it, ſo as ta make it come on the table 
again, the ſtriker loſes nothin ng by the ſtroke, 
and he bas the lend: becauſe his adverſary 
wang not to ſtand: 5 the Ways or near the 

n 07 5 

XVI If the ſtriker miſſts the! ball; and 

Forces it over tlie table, and it ſhould: be 


1 by his be 75 25 n 


Fi * 
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ed, he loſes one point, and has the lead, if he 
J AT YO 5 
VII. If the ſtriker, in playing from a 
cuſhion or otherwiſe, by touching the ball, 
 apakes his mace or cue go over or paſt it, he 
loſes one point; and if his adverſary requires 
it, he may put the ball back, and may make 
XVIII. If che ſtriker, in attempting to 
make a ſtroke, doth not touch his ball, it is 
no ſtroke; and he muſt try again to make a 
XIX. If when the balls are near each other, 
and the ſtriker by accident ſhould make his 
ball touch the other ball, it is nevertheleſs a 
ſtroke, though not intended as ſuch. 7:3 
XX. If the ſtriker who plays the ſtroke 
| ſhould make his adverſary's ball go ſo near 
the brink of a hole, as to be judged to ſtand 
Fill, and afterwards ſhould fall into it, the 
ſtriker wins nothing; and the ball muſt be 
put on the ſame brink where it ſtood, for his 
adverſary to play from the next ſtroke. - 
VN. B. There is no occaſion for challenging 
the ball if it ſtops, as ſome perſons imagine. 
XXI. If the ſtriker's bail ſhould ſtand on 
the brink or edge of a hole, and if in playing 
it off he ſhould make the ball go in, he loſes - 
three points. 1 99 8 
XXII. If a ball ſhould ſtand on the brink 
or on the edge of a hole, and it ſhould fall 
„ EF any into 
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into the hole, before or when the ſiriker has 
delivered his ball from his mace or cue, ſo as 
to have no chance for his ſtroke, in that caſe, 
the ſtriker and his adverfary's balls muſt be 
we in the ſame poſition, or as near as poſ . 
ble thereto, and the ſtriker muſt play again. 
XXIII. The ſtriker is obliged to paſs his 
adverſary's ball, more eſpecially if he miſſes 
the ball on purpoſe; and his adverſary may, 
if: he chuſes, oblige him to place the ball where 
it ſtood, and pay until he has paſſetn. 
XXIV. If the ſtriker plays both balls from 
his mace or cue, ſo that they touch at the 
fame time, it is deemed a foul ſtroke; and if 
it is diſcovered by his adverſary, and a diſ- 
pute ſhould ariſe thereon, he has an un- 
doubted right to appeal to the. diſintereſted 
part of the company then preſent ; and the 
marker, if required, after demanding ſilence, 
muſt go round the table to each perſon ſe- 
parately, and be particularly careful to aſk, 
1f he has any bett depending, if he under- 
ſtands the game, and the nature of the diſ- 
pute then in queſtion; and if determined by 
the majority of the diſintereſted company, 
and the marker, if needful, to be a foul. 
ſtroke, then it is at his adverſary's option (if 
not holed) either to play at the ball, or take 
ol Or Er ͤ er STR 
But if, by the above-mentioned ſtroke, His 
adverſary doth not diſcover it to be - foul 
1. rok, 


—ͤ— 2 ome COAT rr 1 er ² ü II 
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ſuoke, then the ſtriker may reckon all: de 
points he made by the ſaid ce yo the 


marker is obliged to mark them. 


XXV. No perſon hath a right to bifourer' 


tothe. player whether the ſtroke is fair or vou, 


until it is aſked. 
XXVI. If by a foul. ür the. ſtriker 
ſhould bole his adyerlary's ball, he loſes: the 


| lead. 


XXVII. If by a foul. ſtroke the Ariker: 
holes his own or both balls, or forces his own 
or both balls over the table, or on a cuſſiion, 
he loſes two points. 


XXVIII. If the ſtriker plays on a ball 
when it is running or moving; it is deemed as. 


a foul ſtroke. [ Vide Article XXIV.] - 


XXIX. If. the ſtriker plays with both feet; 
off the ground, without the permiſſion of his 
1 . 


adverſary, it is deemed a foul ſtroke. 


Article XXIV. 


XXX. If the firiker plays with a wrong 
ball, he loſes the lead, If 
quires i. 

XXXI. If the balls ſhould be changed. it in 
a 7507 or on a game, and it is not known: 


by which party, the hazard muſt be played 
out by each party with their different balls, 


and then changed. 


XXXII. If the ſtriker plays with his ad- 


verſary' s ball, and holes, or r forges the ball he 
played. 


N 


his adverſary a 


 BIEHIARDG-- 16g; 


; thee: played at over the table, &c. it is deemed: bd 
the: Foul ſtroke. [Vide Article XXIV. 3 
be XXIII. I che firiker plays wich bis ad- 
over verſary 8 ball, and holes or forces the ball he. 
foul, : played with over. the table, &c. he loſes two- 
: points ; and if he miſſed. the ball, three points. 
ker XXIV. If the ſtriker plays with his ad- 
the verſary's ball, and miſſes i he Iofes two. 
Potts: and if his adverſary. iſcovers that he 


inert: played with the wrong the ball, he may 
5 i part the "balls, and take the lead if he pleaſes. 
won, XXXV. In all the before-mentioned caſes 


of the ſtriker's playing with the wrong ball 

ball. (if diſcovered) his adverſary muſt, play; with 
ned I the ball the ſtriker played at throughout the 
ned as. hazard, or * the balls, and take the lead. 


6 fert | XXXVI. Whoever ſtops a ball when run- . 
f 5 with hand, ſtick, or otherwiſe, loſes the 
CVide- al, if = adverſary does not like the ball he 


has. to Pa V. at the next ene [ Vide Ar- 


wrone.. | ticle X | 
. 1 1 XXXVIL Whoever retains his adverſary's | 
ny 5 ſtick when playing, it is deemed foul. [Vide 

d-in Article XXIV. | 
mm XXXVIII. If the ſtriker ſtops 0 or put: his 


layed own ball out of its courſe, when running to- 

* ball I Wards either of the holes, and if adjudged. by 
n marker, and the diſintereſted company 

155 * oy preſent, to be going into a pocket, if he 

ball be the ball, he loſes one Point, and if 


played 1 * going 


16 BYLLIARDS. 


Paints,” 
XXXIX. If the ſtriker ſtops or puts his 


 Wverſary's ball out of the courſe when run 


ke: Vide Article XXIV.] 


ſine penalties as the ſtriker. 

XL. He who ſhakes the table when the 
ball is runnin makes it a foul ſtroke. [Vide 
Article XXIV.) 

XI. He 10 throws his tick upon the 
table, ſo as apparently to be of any detriment 
to his advert 

Article XXI 


running, makes it foul. [Vide Article XXIV.] 

near the hole, he loſes two points. 

NIV. Any perſon may change his mace 
ed on. 

no particular terms o 


either 


going into a hole by the ſame ſtroke, three 


ning towards or into a hole, or puts his adver- 
ſary's ball into a hole, it is deemed. a foul 


IN. B. If the adverſary does the fame as in 
foregoing rules, he is ſubjected to the F 


Vi makes it a foul ſtroke. [Vide 
XLII. He 2 Wh blows on the ball when 

And if his own ball was running towards or 
XLIII. He who leaves the game before it 

is finiſhed, and will not play i it out, laſes the 
or cue in playing, unleſs otherwiſe previouſly 
XLV. When two 7 are at play, and 


ment have been 
80 — party ban a right to object to 


three 


ts his 

3 
ad ver- 
a foul 


ein 
to the 
en the 
[ Vide 
on the 
ment 


[ Vide 


| when 


XIV.] 


ards or 


efore it 
Nes the 


is mace 


viouſly | 
ay, and 

ve been 
bject to 


either 
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either mace or cue being played with in the 


ſaid gane. e eee ee 
XLVI. When the parties agree to play 
mace. againſt cue, the mace player has ne 


right to uſe a cue, nor has the cue player any 


right to uſe a mace during the game or match, 
without permiſſion from his adverſary. 
XI VII. When a perſon agrees to play 
with the cue, he muſt play every ball within 
his reach with the point thereof, and if he 
agrees to play with the butt of the cue, he 
has no right to play with the point, without 
permiſſion from his adverſary. |... _ 


XLVIII., When the parties agr. 


| ; Whe eto Play 
E and point of the cue, neither of them 
a 


ve a right to uſe a butt during the game or 
match, without permiſſion, & c. but they have 
a right to play with the point of a long cue 
XLIX. When the parties agree to play 
point, with the fame cue, 1 5 right 
to uſe any other during the game or match. 

L. Whoever propoſes to part the balls, 
and the adverſary agrees to it, the propoſer 
loſes the lead. Cle wood f 
II. Two miſſings do not make a hazard, 
unleſs it is previouſly agreed on to the con · 


III. In all. cafes, the betters are to abide 


by the players on the determination of the 
hazard, or on the game; and the betters have 
5 5 2 right 
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# right to demand their money when the 
game is over, to prevent diſputes. Wa 
* LI. Every perſon ought to be very at- 


tentive, and liſten for the ſtroke, before he 


opens the door of billiard room. : 
LIV. The ſtriker has a right to command 


his adverſary not to ſtand facing him, nor 


near him, ſo as to annoy or moleſt him in the 


ſtroke. G01 | i | | 
ILV. Each party is to attend to his own 


game, and not to aſk—If his adverſary's ball 


be cloſe?—If he touches his ball?—Tf he 
can go round the ball? - nor any queſtion of 
the like tendency; nor is any perſon to be ſet 


Tight if going to play with the wrong ball. 
*- LVI. Thoſe perſons who do not play muſt 
Rand from the table, and give room for the 


players to pafs round the table, to make the 


ſtroke. 


I. VII. The parties who play'ougtit to be 
+ particularly careful and atteritive'td the hazard 


or the game, more eſpecially when any bets 
are depending thetevn. 
ILVIII. No perſon in the room has a right 
to lay more than the odds on a hazard or on 
a game. But if he offends for want of know - 
ledge of the game, he ſhould' appea 


| 1 to the 
marker: or to the table of the odds, which 
ought to be hung up in the billiard room for 
e TION e er eee Each 


© « & 
' 


right to conſult with and direct 


| have been made by the pa 


the two miſſings is to play, as he cannot be 
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ILIX. Each perſon. who propoſes a bett, 
ſhould name the ſum he intends to lay, and 
ſhould likewiſe be very careful not to offer 
a bett when the ſtriker has taken his aim, or 
is going to ſtrike, leſt it may diſturb or inter- 
* him in the ſtroke. AL 

X. No bett ought to be propoſed on any 


ſtroke (at the loſing game eſpecially) that may 
be ſuppoſed to have any tendency to lefſen or 


to influence the judgment of the player. 


IXI. If any betts are laid on the hazard, 


and the game is eleven, and the ſtriker loſes 
the game by a miſs, and ſhould afterwards go 
into a hole, it cannot be a hazard, the game 
being out by the mils, Wh Ts 
LXII. If A propoſes a bett, which is ac- 


cope by B, it muſt be confirmed by A, 


erwiſe it is no bett. 

LXIII. When four perfons play, the game 
is fifteen in number, and each party has a 

is 1 
in any thing reſpecting the e, Sc. anc 
the any who makes 520 mige before a 
hazard is made, is out, and it is his partner's 
turn to play; but if after the two miſſings 
a | rty. his adverſary 
ſhould hole a ball, ſo as to make a hazard the 


ſtroke following the ſaid two miſſings have 


been made, yet the wha did not make 


ſup» |} 


rr — — — — 2 
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uppoſed to be, out 'who has not made a 
{troke, LF 1 nt TY 6 


: 4 


Wurz Losixe Game, from Mr. DE w. 
Novelve in Number. 


When a perſon 7s tolerahly well acquainted 


with the winning game, he ſhould then learn 
the lofing game (the reverſe of the winning) 


which is a hey to billiards in general. At de- 


pends entirely upon the defence, and the. knows 
ledge of the degree of Rirength, with aubich each 


Atrote ſhould be played, either, to defend or to 


make a hazard: for if a perſon who has a 
competent knowledge of the game, ſhoutd not 
have a hazard to play at, he muſt endeavour 


o lay his aayn Bail in ſuch 4 poſition thut his 


adverſary may not have one to play at the next 


| ffroke. For a loſing game hazard is much 
more eaſy to be made, when well underfiood, 


than a winning game hazard is in general. 


I. WHEN you begin you muſt ftring 
for the lead, a the choice of the balls, the 
fame as In the rules for leading at the white 
winning game. ff 
II. If the ſtriker miſſes the ball, he Tof 
one; and if his ball goes into a hole by the 
fame ſtroke, he loſes three points. by by 


f 


it 


le a 


EW. 


4 


inted 
learn 
11 ) 
2 

== 
| each 
or to 
bas a 
1 not 
2V0ur 
at his 


in i, make it a game of great * 
| | 1 
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II. If che ſtriker holes his adverſary” 8 
ball, he loſes two | dies. © fc 


TV. Forcing either or both the balls over 
the table, or on a cuſhion, pre We ag 


N the ſtriker loſes the lead. 


VI. Either of the parties a ee over ei- 
ther or both the 1292 N en and 


wins two ,oints. * ris 


VIII. 17 Wy Uriker bs b dom bab, he 


wine four 

IX. If e firtker holes either of the balls, 
and forces hs other over the table, &c, he 
loſes the lead only. 

Lad reſt of the articles of LIP Kc. 
as in the n * are W oP be 
obſerved, tid 


Rev, or Ceres WII o. 


n Mr. DE w. 


＋ | 
Siren n N. ber, | 


7 he oa; or carambole. winning game is 
full of variety; and there being many chance 


mg; — 
. 


7 
I 


w — 
. ͤ 
ny P %. 

goers a Se 


——— 
3 Re 
km 


— 


— — — — 


— — 
R— — — — — : 
— * — > 48 x W_— — 4 
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the odds 0 
| generally 


it are not calculated, but are 
id according to fancy, or to the 
euftom o' tbe *. e, . are uſually 
played al. 4 


J.. WHEN 15 1 „you — 75 firing 


for the ſtroke and the c olce of the balls, the 
_ fame as in the rules for leading, 6 7 in the 


1 game. „ 
II. A red ball is to be placed on a ſpot 


made for that purpoſe, in the centre between 
the ſtringing nails or ſpots, at one end of the 


table. 
III. The white or the ſriker's ball is to be 
played from a ſpot made for that 


the centre between the able 5 nalls or — 


at the other end of the table. 


IV. After the firſt ſtriker hath 
adverſary is to play 
nately throughout the game. 

V. When the red ball hath been holed or 


forced over the table, &c. it muſt be placed 
on the ſame ſpat where it originally ſtood at 


the beginning of the game. 


VI. When either of the white halls has 


been holed, &c. it muſt- be placed and played 
from the fame ſpot where it ſtood at e be- 


ginning of the game, when it is the ſtriker 


| | turn to play. 


VII. If the firiker 1 both the balls, 


he 1 one of nl | 
| e 


purpoſe, in 


next, and EP on ther 


an 
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VIII. If the ſtriker miſſes both the balls, 


and holes his ball, he loſes three pojtits. 
IX. If the ſtriker hits the red and his ad- 


verſary's ball with his own ball he played 


With, he wins two points; which ſtroke | 15 
called a carambole, or, for ſhortneſs, a car- 


rom. 


X. If the ſtriker holes his adverſary's 
white ball, he wins two points. 

XI. If the ſtriker holes the red ball, he 
Wins three Potis. RM 

XII. If the ſtriker wales: RD * and his 
adverſary” $ white: ball, by the fame ſtroke, he 
Wins Ave p 1 

N. B. o for the white, and three for 
ihe red ball. oY 

XIII. If he ftriker makes 4 catahaibals, 
aul ts his adverſary's or the white ball int 
a hole, he wins four points. : 

VN. B. Two for tlie carampole; and tuo 
for the white ball. 

XIV. If the Ariker makes a carambole, 
and holes the red ball, he wins five 7 ofiits. 

N. B. Two for the carambole, an three 
hy holing the ball. 

V. it the ſtriker makes a Eagle 


and A cles His adverfary's or the white ball, 


and the red'ball, by the fame ftroke, he wins 
be Gints. 5 8 | 
Two for the cartthbole, two for 
the white, and: three for the red ball. 

XVI. 1 L 


—— — _ 
n 


— 2 Ss Pn EET 
— — EA a 
— — 


was 


— — — — — 
——ũ——EZ—— — — — 
——ůp — ů —— ů — — — ED © 2 — 
— r 


—— 
. ꝑ—— ee 


| 
| 


or the red ball over the table, 
ſame ſtroke ſhould hole his own ball, he 
loſes not 


_— if, b the fo 
—— 
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XVI. Forcing either or all the balls over 


the table, reckons nothing. 


XVII. If the ſtriker forces bis adverſary 8 


XVIII. I the ſtriker makes a 


and forces either of the balls over the table 

by the ſame ſtroke, he wins nothing. 
XIX. If the ſtriker forces the red ball 

2 the _—_ . muſt be immediately placed 


roper ſpo 
mY If the fiviker forces. lhe his own | 


or his adverſary's ball over the table, or one 


of them into. a hole by the ſame ſtroke, it 
reckons nothing of either fide; and the ball 


or balls muſt be placed on the proper ſpot 


2. If the hikes i in playing a ſtroke, 
ſhould make his mace or cue touch two balls 
at the ſame time, it is deemed a foul ſtroke, 
and, if r by his adv , he wins 
nothing for any points he ma e for the 


 firoke; and his adverſary, if he pleaſes, 


may break the balls; that i R by parting the 


bal and, playing from the proper ſpot on 


the red ball, as at the be eginning of the game. 
ſtroke, which 1s 

aul, his adverſary does not break 

1 the al and 1— from the proper ſpot, Fa 
n 


and by the 


to play from, when it is each ſtriker s turn 


.  BIELEERDS i. 
then the ſtriker may reckon all the points he 
made by the ſtroke, and the marker is obliged 


to reckon them. 


XXII. No perſon has a right to diſcover 
to the player whether the ſtroke be fair or 
foul, until it is aſked, unleſs they are play- 
ing a four match; and, in that caſe, none 
but the player and bis partner have a right 
„ 7:77 5 

XXIII. If che ſtriker holes his own ball 
by a foul ſtroke, he either loſes two or three 
Points (according to which ball he ſtnick 


firſt) by the ſtroke. 


XXIV. If the ſtriker makes a caragibole, 
and holes his own ball, he wins nothing for 
the carambole, and loſes either two or three. 
points by the ſaid ſtroke, according to wich 
ball he ſtruck firſt, _ ; 8 

XXV. If the ſtriker makes a carambolg, . 
and forces either of the balls over the table, 
he wins nothing by the carambole. 

XXVI. If the ſtriker is going to play 
with the wrong ball, no perſon in the room 
has any right to diſcover it to him, except 
his partner, if they are playing a double 

XXVII. After a red ball has been holed, 
or forced over the table, the preſent. ſtriker 
is bound to ſee the ball placed on the pro 
per ſpot before he ſtrikes, otherwiſe he can 
win no points while the ball is out of its | 

fy place ; 


rr — * r 
* * 3 * 
5 _ nes Cn — et o - _ 2 A 2 = — 
„ ˙·— „rere A VT 
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place; and the ſtroke be made is deemed 
toul, [See Article XXI.] 

XXVIII. If after a white ball bas been , 
holed, or forced over the table, the ſtriker. 1s 


obliged. to place, his ball on the proper ſpot 
he is to play from, otherwiſe he can win no 
points he made by the ſtroke, which is like - 
wiſe deemed foul. I See Article XXL] __ 
XXIX. If after the ſtriker has made, a. 


ole, or holed. his adyerſary's. or the 
red ball, he ſhould touch either 0 $4 balls 
which remain on the table . hand, ſtick, . 
or otherwiſe, he can win no points he made 
by the ſtroke; and it is Jn a foul. firoke. 
[See Article XXI.! | 
0 > If the. ſtriker plays with the 


wrong ball, it is deemed a foul oke. [See 


Article XXI. 13 


XXI. If the ſtriker plays with his ad- 
verſary's or the wrong ball, and holes the 
ball k he played, with, be either loſes two or 


three points, according to which ball he 
ſtruck firſt; and it. is deemed. a foul ſtroke. 
[See Article XXI. 1. 


XXXII. If the ſtriker r plays with his ad- 


verſary's or the wrong b 


both the balls, he loſes one point; and if the 


ball ſhould go into a hole by the ſtroke, he 


loſes three points; and it is deemed a foul. 
ſtroke. Us Article XXI. 11. 


and ſhould miſs . 
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XXXIII. If either or both the balls ſhould 
de upon the line, or within the ſtringing 


nails or ſpots where the white ball is orig 
nally placed, after his adverſary's ball is off 


os "0a" 


the table, it is called a balk; and the ſtriker, 


who is to play from the ſpot, muſt ſtrike the 
oppoſite cuſhion, to make the ball come back 
again to hit one of the balls within the balk; 
which if he does not, he loſes one point: 
if he ſtrikes the white ball firſt, and holes 

his own ball, he loſes two points; and if he 
ſtrikes the red ball firſt, and holes his own 


ball, he loſes three points. 


XXXIV. If the ſtriker holes either or 

both the balls, or makes a carambole when 
the balls are within the balk, he wins two, 
three, five, or ſeven. points, according to 
the ſtroke.” 
XXXV. When the ſtriker plays from the 
ſpot at either of the balls within the balk, 
he is obliged to paſs one of the balls, other- 
wiſe it is no ſtroke. . 

XXXVI. When the ſtriker's and the red 
ball are within the balk, he is not obliged to 
paſs the ball. | 

XXX VII. In either of the caſes of play- 
ing with the wrong ball (if it is not diſco- 
vered) the ſtriker may reckon all the points 
he made by the ſtroke, and the marker is 

obliged to mark them. 

» eee e eee. 
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XXXVIII. If after the red ball bas been 


1411 


white balls 'ſhould lay upon or near the ſpot, 
"6 that the red ball cannot be placed on its 

proper ſpot without touching each other, the 
AG "muſt then hold the red ball in his 
band while the firiker plays at his adverſary's 
ball; and the red ball muſt be immediately 
placed on its proper ſpot, ſo that it may 
0h: Fern a carambule, &c. from- being 


INR. When either of the white balls 
B been holed, and the red or the white 
e ſtand upon or ſo near the ſpot that 


| touching each other, the marker muſt hold 
the red ball in bis hand, &c. [See the fore- 
| going rule.] 

XL. If either of the balls ſhonld lay e ei- 
ther before, bebind, or on ſide of the ſpot, 
Jo that the ſtriker can place W ball without 
touching each other, he muſt play the ball 
as he can from the ſpot, neither of which 
balls muſt be moved to make way for him to 


play. 
XII. 1 the ſtriker ſhould touch two 


| foul n [See Article XXI.) 

II. The pbetters ought to be particu - 
Fi... careful in - propofing any betts before 
the fhrokevar this game, chat may be * 


the ſtriker cannot place the ball without 


balls with his mace or cue, it is deemed a 


been 
f the 
ſpot, 
n its 
, the 
n his 
ſary's 
ately 

may 
being 


balls 
white 
that 
thout 
hold 
fore- 


ay ei- 
: ſpot; 
ithout 
e ball 
which 
im to 


vt two 


ned a x 


rticu- 
before 
oe 


| am, or 18 going to ſtrike, leſt- it might. diſ⸗ 


more than at t the winning carambole game, and 
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to have any tendency: to Re N PR 
ment of che 3 LI 

XLIII. No perſon in the. room has an 
right, by ſigns, geſtures or aer e, 80 
diſcover ts tlie player how the ball is to be. 
played, whether the: ſtroke is i lis favour. 
gr not, or (after the ſtroke hath been 5 08 
of any error lie may have comtmittediin j 
ment; às à ſitoke of the fame kind may 
Pen: in the ſame hazard, or in the. game. 

XI. IV. Each perſofi WhO propbſe a bete 
ſhould name the ſum he intends to lay, and} 
ſkfoiud likewiſe be very careful not to pro 
poſe a bett when the ſtriker has taken his 


turb or interrupt the player in the ſtroke, - | 

* The reſt of the artieles of the deb j 

Js as in the white inning gains, are | 
wiſe to be obſerved. 


Daw or. Oxtaxnoze an Ga, = 
23419 Prom Mr. Dow. al us GO | 


ue Gant. is Six teen in Number. .. 7757 


The red 45 carambole lofing game requires. | 
greater judgment than the winning, and de- | 
pends materially on the fhill- of the player; the: 1 
chances itt it may happen ſometimes to wary | 


2 


pe- 
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eſpecially if the players do not proper pets 
e t e part of the. = n : a | 


0 a THE game begins. in the ſame mans, 


ner as the carambole winning game. 
II. If the ſtriker miſſes _ the balls, 
he. loſes one. point. 


III. If the 5 Lag miſſes both balls, and 


Holes his own ball by the ſame ſtroke, he 
loſes three points. 


7 +:TV. If the ſtriker bits. the red ball firſt, 
== and holes it, he. loſes three points, and the. 
ball muſt be immediately replaced on Its pro- 


per ſpot. 


V. If the striker hits the white ball firſt, 


and holes it, he loſes two points. 


VI. If the ſtriker holes che white and che 
red. ball. by the ſame ſtroke, he loſes five 
points, viz. two for holing the white ball, 


and three for holing the red. 

VII. If the- ſtriker makes a carambole, 
and holes either his adverſary's or the red 
ball only, he wins nothing for the caram- 
bole, and loſes either two or three points, 
according to which ball he ſtruck firſt. 

VIII. f the ſtriker makes a carambole, 
he wins two points. 


IX. If the ſtriker 3 a carambole by 
ſtriking the white ball firſt, and ſhould. hole 
ee own . 9273 the. e e wins four 


Points, | 


* 


his own ball on the red, 
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points; viz. two för the caranibele, and 


two for holing his own ball on che white. 


X. Tf the ſtriker makes a carambole 'by 
ftriking the red ball. firſt, and by the ſtroke 
mould hole his own ball, he wins five points, 


Viz. two for the carambole, and three or 


holing his own ball on the red; 

XI. If the ſtriker makes a cararibele by 
ſtriking the white ball firſt; and by that ſtroke 
ſhould hole his own and his adverſary's white 
ball, he'wins fix points, - viz. two for the ca- 


rambol, two for holing his own balf on: ithe | 


white, and two for holing his adverſary's' or 
the white ball. 

XII. If the ſtriker makes a carambole by 
ſtriking the red ball firſt, and by the ſaſd 
ſtroke ſhould hole his own ball, and His ad 


verſary's white ball, he wins ſeven whe 


viz. two för the carambole, three for 
and two fob bels 
Ris adverfary's white ball. 


XIII. If the ſtriker makes a 85 
by ſtriking the white ball firſt, and by 
ald ſtroke ſhoul@ Höle his own 3 and the 100 
ball, he wins even points, viz. two for the 

carambole; two'for holin own ball on 
the white; and three for being the red ball. 

XIV. If the ſtriker makes a carambole by 


ſtriking the red ball firſt, aud by the faid 
ſtroke ſhould hole his own and the red ball, 


ke wins eight points, viz. two for the caram- 
R 3 bole, 


+. A+ 
— — 


, * — — * 
— 
— p_ 
— 
— — —— 


| the white bal 1 
6. 7 the ſtriker holes his, own ball 
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pole, three for holing his own ball on the 


red, and three for holing the red ball. 

XV. If the ſtriker makes a carambole by 
Ariking the white ball;firſt,; and ſhould hole 
his,own. ball, and this, ady verſary 8 white and 


the red hall, he wins nine points, viz. twq 
for the Ts two for holng | his ow 


ball on the white, two, for holing his adver- 
Ha! $ e hal | and three for hollng the red 


. "If. Rh ſtriker makes 'A carambole 
by ſtriking the red ball firſt, and by the ſaid 
take ſhould hole his own ball, and the rev 
and His adverſary's s white ball, he wins ten 
Points,.” viz. wo for the carambole, three 


for holing his own ball on the red, three for 


boling the red, 2 two for holing] his adyer- 
s white ball. 
VII. If. Wee pole his own ball on 


wirs two points. 


n the red, he wins three points. 
4 US. If. the firiker, by 18 00 the white 
-firſt;, ſhould hole his own b 


We: two for poling his own ball on the 
w ite, 410 t WO for . -holing. his, adverſary 5 
whit ue ee 


VIZ. 


b and his 
adyerſary's.: white ball, he wins four points, 


if dhe Fe by ſtriking the red | 
ball firſt, ſhould hole his oyen ball and his 
e 's White * be wins fire points, 
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viz. three. for holing his own ball on the red, 
and two for holing the white ball. a 
XXI. If the ſtriker ſtrikes his adverſary” 5 
white ball firſt, and holes his own ball and. 
the red, he wins five points, viz, two for 
holing his.own ball on- the white, and three 
for holing the red ball. | 
XXII. If the ſtriker Anke the red ball | 


firſt, and holes his own ball, and his adver- 


XXIII. If the ſtriker gabe his adverſa- 
ry 's white ball firſt, and holes his own ball, 
and his adyerſary's white ball, and the red, 
by the ſame ſtroke, he wins ſeven points, 
viz. two for holing his own ball on the. 


white, two for holing his adverſary's white 


ball, and three for holing the red ball. 4 
XX IV. If the ſtriker ſtrikes the red ball 
firſt, and holes his own ball and the red, and 
his adverſary” s white ball by the fame ſtro e 
he wins eight points, viz. three. for holing 


dis own ball on the red, three for holing the 


red ball, and two for holing the white. ball. 

XXV. If the ſtriker ſtrikes the red ball 
firſt, and holes his own and the red ball, he 
wins ſix points, viz. three for holing his 
own ball on the red, and three for holing 


che red ball, 
XXVI. The 


\ IVE The betters bali to ; be particu- 

larly careful in propoſing any betts at this 
game, that may be Uppoſed to have any ten- 

ney to pervert or to influence the Judgment 
of WE Þ Payer: | 

he reſt of the rules and regulations 
are 1 be obſerved, as in the rules for 
the carambole 8 game, cc. 


4 #4 7 
a. 4 


— — —— 5 


2 
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As the table on which this game is played 
differs materially from a common billiard ta- 
ble, we ſhall here endeavour to deſcribe it. 
The faperficies of the table is like that 
uſed for the other games of billiards. Then— 


- Firſt There are ten forts made of wood, 


in the form of caſtles, which are to have 
lead put fi them for the purpoſe of making 
them heavy, ſo that in playing the balls 
Hör be moved from their places. 
In che front of each fort, at the bottom, 
is an 5 ful wide and High enough to 190 
mit the ball, which is to be put through it 
attack 00 fort. Within the arch of each 
fort el bell is hung, which muſt be made 
to ring by the adverfary's attacking ball, 
e dee e be 2 | *s 
Se- 
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* Secondly. The paſs through which each 
of the adverſary's attacking balls muſt paſs, 
before a fort can be taken. . 

Laſtly. The grand batteries, and ten flags 

or-colours; 1 

Two of the forts, called the grand forts, 
are to be made larger than the reſt, and to 
have an arch cut through them of the ſize 
the others have. : ; 

Five of the forts, including ↄne of the 
grand forts, one of the batteries, and five 


of the flags or colours are uſually painted 
red, and the forts and battery are to be poirs- 


ed like brick-work, which colour denotes; 
them to be Engliſh; on each fort one red co- 


lour is to be hoiſted on the centre of the. 


front thereof, | 515 133 
The other five forts, grand fort included, 
battery and colours, are to be of a white 
colour; the forts and battery to be pointed 
with black, like ſtone, are called French, 
one white colour to be hoiſted on each as: 
defore- mentioned. Uf 
The paſs, which ſerves for the purpoſe df 
both parties attacking balls to go through, 
is to be made in the form of the grand 
forts, but rather longer, for diſtinction, and 
to have an arch of the ſize of the grand 

forts, and is to be painted of different co- 
lours—viz. one of the ends where the arch 
is, of a red, to continue half way of each 
| ITY 


"RY 


190 BILLIARDS. 

ſide, and the ſame on the top; the other And 
of the: arch is to be white, and to continue 
the ſame colour over FANG other half as be- 
Ore, 


There are likewiſe 1 two 8 to be hoiſt⸗ 
ed on the paſs—viz. one red and the other 
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end, and the white at the French end. 
The paſs is to be placed in the centre of 
the table, the red end to face the Engliſh 
forts, and the white end the French forts. _ 
I "The limits of each party's quarter is from 
| the end cuſhion, where his forts are placed, 
to his paſs on each ſide of the table. 


— 


one end of the table, and is called the Eng- 
liſh quarter. 

The white or French forts are to poſſeſs 
the other end of the table, 5 is called the 
French quarter. 


angle om the paſs, are to be taken firſt, 
3 which are, therefore, called the advanced 

forts 
The two forts i in the ſecond} angle are to 
2 taken nerd, which are called tie reſerved 
Laftly—the: geud fort, with the battery 

placed before: uy” ſame, Is. the- bon to be 

taken. 


white; the red to be hoiſted at the Engliſh | 


The red or Englith forts are to poſſeſs 


Phe two forts in each guter, in the firſt : 


1 
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The height of the advanced and the re- 
ſerved forts is to be five inches and a half, the 
breadth and length of the advanced forts five 
inches to the ſquare, and the length of the 
reſerved forts are five inches and a half, and 


the back of them to be rounded off. 


The height of the grand forts is to be five 
inches and a half, the breadth and length fix 
inches and à quarter. The batteries are 
made in a triangular form, the height of 
them are three inches, the breadth at the ex- 
tremity are two inches and a half, and the 
length three inches and a half. 

The height of the paſs is five inches and 
a half, the breadth fix inches and a quarter, 
and the length ſeven in nehes. . | 

The height of the 'concave in the forts, 
where the attacking ball muſt enter, is three 
inches, the breadth two inches and a halt, 
the depth two inches and three quarters. 

The bell which is to be within the arch in 
each fort muſt be hung one inch and a half 
within! it. 

The balls which are to be played with at 
this game are to be one 10d 250 thre eighths 
diameter. | 
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FoRTIFICATION. BILLIARDS. 1 
From Mr. Drew. 


The Game is Taventy. in Number. 5 


| 1. THE game begins, he who ſtrikes the 

oppoſite cuſhion, and brings the ball neareſt 
the cuſhion where he ſtruck from, ſhall have 
the firſt ſtroke, and have the red (or Engliſh 
fide of the forts) and muſt commence demo 
lities, and begin the attack. 

TI. Each party- has three balls, viz. one 
attacking ball and two defending balls. 

IH. The balls are placed on the ſpots 1 in 
the table, thus: the attacking ball in the 
middle, the defending balls on each ſide 
thereof. 

IV. The ball for the attack on the red 
(or Engliſh fide of the forts) muſt be ſpotted 
with red, and the defending balls with ſmall 
black circles. 

V. The ball for the attack on the white 
(or French) ſide of the forts muſt be white, 
1. e. plain, and the two defending balls eight 
black ſpots on each ball. 

VI. Before you can attack any of the 
forts, you muſt make the paſs, 

VII. When you have made the paſs, you 
muſt take down your adverſary's colours, 
and then attack either of his advanced forts, 
which muſt be taken firſt, 

| 8 VIII. if 


Fs 1 123 
ikes the 
| neareſt 
jall have 


Engliſh 
ce TE 


VIZ. one 
Wes > 

ſpots in 
| in the 
ach ſide 


the red 
e ſpotted 
ith ſmall 


he white 
e white, 
alls eight 


of the 


paſs, you 


colours, 


ced forts, 


VIII. If 
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VIII. If after you have made the paſs, 
you do not take down your adverſary's co- 

ours, you muſt make the paſs again from 
your own fide of the forts; but you muſt 


not return to the ſpot. | 
IX. If you take either of your b 
ry's forts, after you have made the paſs, 


and have not taken down your adoverſary's 


paſs colours, you loſe two points, and muſt 
return to your ſpot again. 


X. After you have regularly 128 the 


paſs, and have taken a fort, you muſt re- 
turn to your middle ſpot again. 

Note. Regularly making the paſs, is who 
3 have taken down your adverſary's co- 
ours, conformable to Article VII. 


XI. When you have taken a fort, you ; 


win four points. 
XII. If you do not take down your ad- 


verſary's colours, when you have taken his 
fort, you are obliged to take the faid fort 
again, and muſt be put back thoſe four 


points you won by the fame. 

XIII. Miſhngs at this game reckon no- 
thing. 
XIV. After you have regularly made the 
paſs, you are not obliged to go through it 
again during the game. 

XV. In each fort there is a bell, which 
gives notice at ne taken; 3 which bell uy 

e 
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be made to ring, otherwiſe the fort is not 
taken. 


or may ſend his attacking ball into the aſſault⸗ 
er's quarter to attack his forte. 

XVII. The beſieger muſt take his adver- 
ſary s forts with his. attacking ball... 

XVIII. If the beſieger ſhould take his 
adverſary's fort with either of his defending 
balls, he loſes two points, and returns to his 
ſpot again. | 

XIX. If the ſtriker plays with either of 
his adverſary's balls, he loſes two Points, and 
if he played on either of his own balls, it 
muſt be put on its pen ee ſpot , 1 bis 
adverſary requires it. 

XX. Either party may ſend his defending 
ball or balls into his adverſary” 8 "Qs: = 

he pieaſeth. | \ 
XXI. Aﬀer having taken the two ad- 
vanced forts, you muſt take the two other 
forts in the next angle, which are called the 
reſerved forts, and laſtly the grand fort. 

XXII. He who does not take the forts 
according to the above direction, and takes 
either of the laſt for the firſt, loſes two 
Paints and muſt return to the proper Pot 

ain. 
XXIII. After a fort hath been taken, or 
a ball holed or forced over the table, the ſtri- 
ker is bound to place, or to ſee the ball 
| PR, 


XVI. The beſieged may defend bis forts, | 
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placed,” o on its proper ſpot; and if he does 


not, he ſhall reckon nothing for any forts, 


&c. he ſhall take during the time the ball is 
out of its place. 

XXIV. After having ben a fait; either 
by ſtorm or otherwiſe, and his adverſary 
takes the faid ball out of the fort, to place 
it or otherwiſe, and although he does not 
take down his colours, nevertheleſs- the ſaid 
fort is deemed as taken, and the colours are 


to be taken down. 


N. R, Taking a fort by ſtorm 18, when 
the party has made his utmoſt effort to take it, 
and is ſo well defended and guarded by his 
adverſary, ſo that he is obliged to have re- 
courſe to ſtratagem, that is, by laying his 
ball in a proper angle, and ftriking the ball 
againſt the end cuſhion, and bringing the 
ball back again into his adverſary's fort. 

XXV. If che ſtriker forces either of his 
adverſary's balls into his own fort which has 
not been taken, he makes him a Priiency of 
war, aud wins fix points: | 

XXVI. If the ſtriker forces either of his 
adverſary's balls into his own fort which has 


been taken, it is no priſoner of war, but the 


fai ſtriker wins two points. 
XXVII. If the ſtriker forces either of his 
atlverſary's balls into his adverſary's fort; he 


wins rwo o points. | 
„„ XXVII. It 
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XXVIIL If the ſtriker holes either of his 
adverſary's balls, or two, &c. for ey ball 
ſo holed he wins two points. 


XXIX. If the ſtriker holes 5 own ball 


or balls, for each ball ſo holed he loſes two. 


ints. 


XXX. If the ſtriker forces his FIN a 
ball, or balls, over the table, or on a fort, 


or cuſhion, for each ball he wins two 


ints. 


XXXI. If * ſiriker 10 * own 


| ball; or balls, over the table, &c. for each 


ball he loſes two points. 
XXXII. If the ſtriker forces TR 8 


ry's ball over the table, or on a fort or cu- 
ſhion, or into a hole, and regularly takes, 
his adverſary's fort by the ſame ſtroke, he 
wins ſix points. But if by the ſame ſtroke 
the ſtriker's ball ſhould go into a fort which 
hath been taken, or is out of the Rs, he 

loſes two points. ; 
"+ XAXUHI, Tf: the; ſtriber hole his own or 
his adverſary's ball, or forces them over the 


table, or on a fort, or cuſhion, be loſes two 


Points. 


J 


any of his own or adverſary's forts, which 


have been taken, or into any of his adver- 
ſary” s forts out of the angle, he loſes two. 


Points. 
| XXXV, When 


of hls 
ball 


+ ball 


s two 


-ſary's | 


fort, 
8 two 


r each 
Iverſa-. 
Or cu- 
takes. 
ke, he 
ſtroke 
which 


zle, he 


Wn Or 
ver the 


ſes two 


all into 


which 


adver- 
es two 


When 


} 
18 0 


and ſhall reckon nothing for hitting the ſaid 
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XXXV. When a ball is holed or forced. 
over the table, or on, &c. ſuch ball is to be 
placed on its proper ſpot: but if it happens, 
that. the ſpot fhould be occupied by nother 
ball, in ſuch caſe the ball is to be placed be- 
kind it, ſo as not to touch the dal. | 
XXXVI. Whoever takes a fort after it has. 
been regularly taken, and the colours are 
down, loſes two _ 


| Fouts. 3 . 
_ © XXXVIT. When the ſtriker's adverſary's 


balt is out of fight” (that is, lying Behind a 
fort ſo that it cannot be ſeen) and the ſtriker 
has à fancy to ſtrike the. cuſhion firſt, and. 
Hit the i ball backwards, by giving warn 
ing, faying,. J db not ſee, if he ſhould hit 


* 


the faid Ball, he wins two points; but if 


he ſhonld not hit the ball, he loſes two 


. | | 

PoXXXVIII. If, by the before - mentioned 
ftroke, the ſtriker ſhould hit the ball, and 
holes his own ball, or forces it over the ta- 
ble, or. on a. fort or cuſhion, or into either 


of his own forts, or into either of his ad- 


x 575 forts, which has been taken,“ or 
of the angle, he loſes two points, 


afl. 
* Out of the angle.—Vide XXI. and XXII. 
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XXXIX. If either of the 2dverſary- 8 balls | 


ſhould lay before either of the ſtriker's forts, 


which has not been taken, and (the ſaid 
ball being out of ſight) has a fancy to 


{ſtrike the cuſhion firſt, and hit the ſaid ball | 


backwards, to make a priſoner of war of his 


ſaid adverſary's ball, by ſaying, J do not ſer, 


if he hits the ball, he wins two points, and 
if he makes a priſoner of war of his adver- 


ſary's ball, he wins ſix points more, and his 


adverſary” J ball muſt return to its proper ſpot- 
3 WY 

XI.. When the ſtriker gives warning, ſay- 
ing, I do not ſee, his adverſary, or the diſ- 

intereſted company, have a right to be judges. 


thereof, or the marker, if any diſpute ſhould | 


ariſe thereon, FR 
XIII. If the ſtriker holes, or, Kc. either 


F his adverſary's defending balls, it is at his 


acer s option to place the ſaid ball on 
either of che proper ſpots, if they are both 


| vacant. 5 | 
XLII. Whoever tou ches both balls with mace ; 


or cue, it is deemed a foul ſtroke ;. therefore 


he cannot reckon any Pope. be made by. 
the faid ſtroke, if it is di 


overed and proved 
to be ſo by the diſintereſted part of the com- 
pany and the marker; but if it is not diſco- 


| | vered, the marker is obliged to reckon all 


But if the 
faid ſtroke is proved to be foul, then it is at 


the points made by the ſtroke. 


his 


judges 
hould 


either 


| at his 


all on 
both 


h mace 
erefore 


ade by 


proved 
e com- 
 diſco- 


con all 


- if the 
it is at 


his 
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bis enemy's option either to break the balls, 


or to make him return to his Popes ſpot 
2 ain. 

XLIII. If the ſtriker makes a foul firoke, | 
236 holes his own ball, or forces it over the 
table, &c. he loſes two polnts for each of 
lis own balls ſo holed or forced over the ta- 
ble; and it is at his adverſary's . to 
part the balls, if he pleaſes. 

XLIV. If the trier moves the ball, it 
muſt be put back to the proper place it was 
moved from. | 
XIV. Whoever blows on his enemy's or 
on his own ball, when running, it is 0 
foul, See Article eiiie 

XLVI. If the ſtriker, by blowing on bis 
own ball, ſnonid put it out of its praper 
coutfe, eſpecially when running near a hole, 
he loſes two points, and it is deemed foul. 
[See Art. XLII.] 

XL VI. Whoever ſtops a ball with ſtick, 
or otherwife, after the ſtroke, 1 it 1s deemed 
wn See Art. XLII. 

III. Whoever 58 wa both feet 
of che ground, without permiflion from his 
enemy, it is deemed foul. [See Art. XLII.) 

XLIX. Whoever plays upon a ball, when 
running, ir is deemed foul. [See Article 
XLIL, T 


. Whoever. retains his adverſary's ſtick, 


= playing, loſes two e it. 


is foul, [See Art. IAI 
55 | LI. Whko- 
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II. Whoever gets the firſt twenty Pein, 
each fort being regularly taken is four 
points, wins the game. i 
III. When or parties play a double 
mach he who plays before his turn loses 
two points. 

VN. B. The reſt of the neceſſity rules 
and regulations are to' be found in the rules, 
&c. 0 | the white winning game. 
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When a Perſon who gives Five Points to ano- „ 
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10 all is 8 to- 
11 to 19, or according to 
the ſtroke. 
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Then a Perſon who gives Six Points to ano- 
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8 all is 3 00S 
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10 all is 2 to 1 
11 to 10, or according to 
the ſtroke. 
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receives Tavo Poi its 


from another, is, 
3 love is 5 d 


When. a Peron dh 


receives Three Points 


| from another, is, 
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a Perſon who 

receives Five Points 
from another, is, 
6 love is 7 to 
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When a Perſon who 


receives Stix Points 
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When a Perſon who 
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receives Tavo Points 
from another, is, 


4 0 2 „ 
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8 V—_ 5 — 1 
9 — — 11 — 2 
T0 — — 18 — 1 
11— — 19 — 1 


a Perſon who 
receives Two Points 
From another, is, 


6 to 4 is 4 to 3 
322 — 3 
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from another, 25, | receives Tao FE oints 
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When a Perſon who 


receives Tauo Points 
from another, is, 


r td 8 i 3 do 1 
4 ob. PI an 


When a Perſon who 
receives Four Points 
From another, is, 


= to 4 is equal. 
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13 wo I e I 


When a Perſons 8 


receives Four Points 
from angther, 15, 


8 to 6 is equal. 
1 +}. 
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receives Four Points 


From another, is, 
1e to 8 14. 3 to 2 
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When a Perſon coho 
receives Four Points 
from another, is, 

10 to 9 is 5 to, 4 
X 8 


When a Perſon evho 


From another, is, 
10 to 7 is 7 to 4 
11 . 


In ben a Perſon wha 
' recerVes Six Points 


e another, is, 
11 wo 8 is 4 to 3 
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* The full Odds that One Perſon does 1 not get 3 
A | To TvO ne tar 8 is A 
1 Ngo "0-1 
4 | 3 hazards ditto = 7 — 1 I 
8 12 Fe — 1 1 
1 | 0 —— — N ad 
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j THR GAME OF CRICKET. -. thi 
1 e 3 be 
1 The Logs | 70 & et in Playing. AN a 
12 THE ball muſk weigh not leſs than five ky 
] . ounces. a half, nor more than” mre-- or 
| ounces and three quarters. 1 
jt | It cannot be changed during the game, but | his 
| | with conſent of both parties. = hel 
| | The bat muſt not exceed tour inches. and be 
|} one quarter in the wideſt part. ; 0 
; i | The ſtumps muſt be twenty-two inches, | Po] 
dhe bail ſix inches long. 6 EXC 
i | "mb bowling-creafe — be parallel with 1 
ihbe ſtumps, three feet in length, with a return- a C 
3118 Ereaſe. ; | ( 
ll | The E muſt be three feet ten ſtri 
Wl inches rom the wickets 3 j and the wickets 10 
1 _ mu ſtru 
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muſt be oppoſite to each other, at the diſtance, 
of twenty-two. yards. 

The party which, goes from home ſhall 
have the choice of the innings and the pitch- 
ing of the wickets, which {hall .be pitched 

within thirty yards of a centre fixed by the 
adverſaries. 

When the parties meet at a third place, the 
bowlers ſhall toſs up for the pitching of the 
firſt wicket, and the choice ot going in. 

The bowler muſt deliver the ball with one 
foot behind the | bowling-creaſe, and within 
the return-creaſe ;. and ſhall. bowl four balls 


before he changes wickets, which he ſhall do | 
but once in the ſame innings. 


He may order the player at his wicket te to 
ſtand on which fide of it he pleaſes... 
The ſtriker is out if the bail is bowled off, | 


or the ſtump bowled out of the ground. 


Or if the ball, from a ſtroke over or under 
his bat, or upon "his hands (but not wriſts). is 
held before it touches the ground, though it 
be 97 ed to the body of the catcher? ime - 

in ſtriking, both his feet.are over the 
W and his wicket is put down, 


1 his bat is grounded within it: 


Or if he runs out of his ground to hinder ; 
a catch: 
Or if a ball is ſtruck up, and he wih 
ſtrikes it again: i | 
Or if, in running. a ct. the wicket i is. 
ſtruck down by a throw, or with the bak Eh 
an 
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band, before his fo6t, hand, or bat is ground- 
ed over the popping-creaſe; but if the bail is 
25 p muſt be ſtruck out of the ground 
the Ball: 
Wes if the ſtriker touches or takes ug the' 
ball before it has lain ſilly unleſs at the re- 
queſt of the oppoſite party 
15 Or if the ſtriker puts "his leg Bete the 
| wicket, withd gelen to ſtop ball, and 
1 actually prevents the ball - tom hitting his 
Wicket by it. 


If the players ber croſſed dic other, he 
that rüns for the wicket that is put down is 


out; if they are not croſſed, he that has left 
the wicket that i is put down is out. | 
When the ball has been in the bowler s or 
Heber ker eper” s hands, the firikers need not 
keep within their ground till the umpire has 
called Play; but if the player goes out of his 
- Ffound with an intent to run, before the ball 
18 delivered, the bowler may put him out. 
When the ball is ſtruck 85 in the running: 
ground between the wickets, it is lawful for 
the ſtrikers to hinder its being catched: but 
they muſt neither ſtrike at, nor touch the ball 
with their hands. 


If the ball is ſtruck up, the ſtriker may | 


pad his wicket either with his bat or his 


In ' fingle-wicket matches, if the ſtriker 


moves out of his ground to ftrike at the ball, 
he fhall be allowed no notch for ſuch ſtroke. 
"he 


Fe 


tween each innings. When the umpires ſhall 
call play, the party 1 to py. hall loſe 


play, and all diſputes ſhall be determined by 


another to come in, and the perſon hurt ſhall 


when he delivers the ball, the umpire, un- 
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The wicket-keeper ſhall ſtand at a reaſon- 
able diſtance behind the wicket, and ſhall not 
move till the ball is out of the bowler's hand, 
and ſhall not, by any noiſe, incommode the 
ſtriker; and if his hands, knees, foot, or 
head, be over or before the wicket, thou Sh 
the ball hit i it, it ſhall not be out. | 
The umpires ſhall allow two minutes for 
each man to come in, and fifteen minutes be- 


the match. 
They are the ſole judges of fair and unfair 


hem. 
Wben a ſtriker i is hurt, th: are to allow 


have his hands in any part of that innings. 
They are not to order a player out, unleſs 

appealed to by the adverſaries. | 
But if the bowler's foot is not behind the 

bowling-creaſe, and within the retu rn-creaſe, 


aſked, muſt call zo ball. 


IF the ſtriker run a ſhort notch, the um- 
pire muſt call 20 notch, a 


BE T S. 


1 the notches of one player a1 are laid againſt = 
another, the bet depends on both i 1 un- 
leſs na ſpecified. 9 0 41S 

If 


14 
11 
0 
3 
77 
x 
7 
Fi 
U 
. 
11 
" 
1 
- 
: 


* 
— — — ͤ —Gä—— —„-„— —— eo 
aA. rei $U A PEE aa = I 


— 
— — — 


— TOE 
—̃ G(2e2•: 


— — 


- — 
- 


D % p * 
2 « 4 * 
— nn 4 Go WE, - * * - 7 7 F . >. 
2 * 5 p Py - a 
* N * ' 8 4 
; } . f * F + 5 0 


ar TENNIS, - 
If one party beats the othet in n og bing, 


5 the notches in the firſt innings ſhall deter- 


mine the bet. 
But if the oth er piirty's goes in a ſecond: 
time, then the bet mu 
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THE OAME | OF TENN 


TENNIS. COURT i is ; fully nge 
ſix or nine y ſeven feet long, by thirty- 


ines or four in breadth. A net hangs acroſs: 
the middle, over which the ball muſt be 


ſtruck, to RE any ſtroke good. At the 
entrance of a tennis-court there is a long co» 


vered paſſage before yori go into the dedans, 
the place whers ſpectators uſually are ; into 
which, whenever a ball is played, it counts 
for a certain ſtroke. - This long paſſage 
divided ints different departments, whi 
called galleries, viz. from the line - Wards 
the "it vv is the firſt gallery; door, ſecond 
gallery „ and the laſt gallery; which is called 
the ſervice-fide, From the dedatis' to the 


laſt gallery: are the figures 1, 2, 3, 4; 6, 6; each 


at a * diſtance, marking the WO. one 


be determined by | 
nen e L 1 5 


of | 


df the moſt eſſential fre On 
the other ſide the 18 jt 25 
door, ſecorid gallery, and la , 98 | 


into the laſt gallery on this de fide tells for a 
dn ſtroke 9 the ſame as into the dedans. 
e 


the ſervice-{ide to AE a 755 of tennis, and 


dedans, a part of the wall projects more than 


: right-hand, wherein if the ball is ſtruck, it 


TENNIS. ® . 


is called the hazard: ſide: ere played 


Between the ſecond and this laſt gallery are 
the figures 1, 2, ene the chaces on 5 
hazard-fide; - Over. TW: lon gallery is 
pent- houſe, on which th ball is yed = 


if the player fails: ſtriking the ball (fo as to 
rebound from the pent- -houſe) over a certain 
line on the ſervice- fide, it is reckoned a fault; 
two of them are counted for a ſtroke. If the 
ball paſſes round the penthouſe, on the op- 
poſite fide of the court, and falls beyond a 
particular deſcribed line, it is called pat, 
goes for nothing, and the player 3 is to 1 
again. 


On the right-hand of the court from the 


the reſt, in order to make à variety in the 
ſtroke, and render it more difficult to be re- 
turned by the adverſary, and is called the 
tambour :, the grill is the laſt thing on the 


is reckoned 15, or a certain ſtroke,  _ 

A ſet of tennis conſiſts of ſix games, but: if 
what is called an advantage ſet is played, two 
ſucceſſive games above ive games muſt be 


Won 


A 


——— 


a 


. * 
3 | 1 7 7 
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VvVl.oon to decide; or, in caſe it ſhould be fix 
games all, two games muſt ſtill be won on fr 
Bae fide to conclude the ſet 01 
MWhen 1 gives his ſervice, in order fil 
{| to begin the ſet, his adverſary is ſuppoſed to de 
8 return the ball, whenever it falls after the Ca 
18 firſt rebound, untouched; for example; if at is 
cee figure 1, the chace is called at a yard, ſp 
#  \ thatiis to ſay, at a yard from the dedans; this | fic 
| | / chace remains till a ſecond ſervice is given, | m 
andi if the player on the fervice-fide lets the th: 
{ ball go after his adverſary returns it, and if the 
the ball falls on or between any one of theſe pu 
figures, they muſt change ſides, for he will | ou 
|. be then on the hazard-ſide to play for the ; 
| . firſt chace, which if he wins by ſtriking the | tw 
dall fo as to fall, after its firſt rebound, nearer 22 
1 to the dedans than the figure 1, without his for 
1 | adverſary's being able to return it from its pla: 
(flirt rebound, he wins a ſtroke, and then of e 
ö pProceeds in like manner to win a feeond whi 
i | br Seri 85 a ey _ on a line 6g 2 ad 
Wilt | firſt gallery, door, ſecond gallery, or laſt gal - eau 
# | levy.” the einde is likewiſe called at Cools or 825 
118 ſuch a een, naming the gallery, &c. When | 
"pi | It Is juſt put over the line, it is called a chace |. on 2 
M at the line. If the player on the ſervice- ſide thod 
1 returns a ball with ſuch force as to ſtrike the | der: 
Vall on the hazard-fide, fo as to rebound, | 4 
| | | after the firſt hop, over the line, it is alſo called choi 
r too 9220 | op 
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The chaces on the hazard- ſide proc 


from the ball being returned either too nd 


or not hard enough, ſo that the ball, after its 
firſt rebound, falls on this ſide the line which 
deſcribes the hazard-fide chaces, in which 
caſe it-1s a chace at 1,'2, &c. provided there 
is no chace depending, and according to the 


ſpot where it exactly falls. When they change 


ſides, ' the player, in order to win this chace 
muſt put the ball over the line, any where, ſo 
that his adverſary does not return it. When 


there is no chace on the hazard-fide, all balls 
put over the line from the ſervice-ſide, with- | 


out being returned, reckon. 
The game, inſtead of being marked one 


two, three, four, is called for. the firſt ſtroke, 


fifteen ; for the ſecond, thirty; for the third 
Forty ; and for the fourth, game, unleſs the 
players get four ſtrokes each; then, inſtead 
of calling it forty all, it is called deuce, after 
which, as ſoon as any ſtroke is got, it is called 


advantage, and in caſe the ſtrokes become 
equal again, deuce again; till one or the other 


gets two ſtrokes following, to win the game. 
The odds at this game are very uncertain, 


on account of the chances: and various me- 


thods of giving odds have been uſed to ren- 
ob oe | Ora nt lene 3 


A biſque is the loweſt odds given (ex 


choice of the fide,) and is the liberty of 


ſcoring a ſtroke 8 the player, who 
n N 5 . re- 
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receives the advantage, chooſes ; for example, 
let a game be forty to thirty, he who is forty 
| by taking the b;/que becomes game. 

_ + Fifteen is a ſtroke given at the beginning 
ol a game. 


Ha 75 If thirty, is fifteen given the firſt game, 


and rhirty the ſecond; and ſo on to the whole 
thirty, forty, & c. 


Half-court, is confining the player to play 


into the adverſary's, half. court, and is of great 
advantage to the adverſa 


Touch no wall, is . great advantage 


given to the adverſary. 


Round ſervice, is ſerving the ball round 


the pent-houſe. | 
Barring the hazards, is not reckoning the 


7 ck tambour, grill, or the loſt. gallery, or 
the hazard-ſide, Sc. Sc. 


The odds generally laid, NN 8 | 


ance for particular circumſtances are as fol- 
lows : « - * * * 


The firſt ſtroke being won between even 


players, that is, 1 5 love, the odds : are, 


Forty fifteen —— 
Forty thirty 
The odds of a four game ſet, when the firſt 
| game is won, are 17 to 4 
When 


Of the En aj — _7 to 
Gy 1 love — — 4 to 
1 love . — — 8 to 
- Thirty fifteen —  —— 2 to 

— +4 to 
— 3 to 


81 
©» 3 wit 
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Four games love —_ 
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When two games love 
Three games love — 
When two games to one 
Three games to one 
The odds of a fix game ſe 
ame is won, are 
When two games love 
Three games love 


en 


＋* 
Ss 
= 


Five games love _— 
When two games to one 
Three games to one 
Four games to one 
Five games to one — 
When three games to two 
Four games to two 
Five games to two 
When four games to three 
Five games to three 


| 11 i ws 
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The odds of an advantage ſet, when the firſt 


game is won, are 
When two games love 
Three games love 
Four games love 
Five games love 
When two games to one 


| 


* 
Three games to one 
Four games to one 
Five es to one 

When three games to two — 
Four games to two —— 
Usz 
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7 to 4 
3 to 1. 
5 00 7 
25 to 
4 to 


co 

* 

| © 
FP 


s - — 
——ä—— —— — 4 m— — — 
es = 1 8 


ä — m 8» tyre cho " — _ - — 
— — = . = ; y — a . 
— — ̃ ——— np mes — — — — 9 - -4- Z. * (ho 2 . x 9 
a + —— — 7 — 5 — r . - 9 1 — - - -+ PN IVES... o — _" IRE WS I 7 _ 2 
5 — — een. | — er SIR . . 
_ — _ . — — * me — LEED 3 — — — wag 
— — PP ˙ 1A : - 
ry mp I A * — — — 3 — 8 g 
v — - 2 — 2 — — 2 
— - 2 * e > * * = 
j 
— — . 
- - * * i 
= — * 1 222 


PLS —— — 
—— 2 — o 2 — 
— 2 —— — * * I XI 2 — * 2 — 
— — — > — : IX - 25 2 & — 
— — 2 _ - 
1 — 
p 4+ <4 — — . 
NY — — — ood 2 


— — 


= 
— — es... nes 
— — — Ä 


r —- ͥ — I 


MOLE LES IBS ALD reg v — — nd 


220 UTE 


Five games to twe _ 


When our games to three — 8 to 5 

Five games to three — 3 to 1 
VE When five games to four. — 2 to 1 
2 When fix a; to five — 5 to 2 

—— erred — 8 — arverenene be 


Hh ONT of cor, OR ol. 


"ha game is the frvenctts: amuſement in 


Scotland in the. n it is played with 


clubs and balls. | 10 
Of che clubs, there are fo forts uſed by 


roficients : wix. the common club, when the 
2 lies on the ground; the ſeraper and half . 
ſeraper,, when in long graſs; the ſpoon, when 


a hollow; the heavy iron club, when it hes 
oe among the ſtones or mud; and the 
light iron club, when on the ſurface of chingle 
or ſandy ground. All theſe clubs are taper 


at the part that ſtrikes the ball; they are alſo 


faced Sith horn, and loaded with lead. - 


The balls are conſiderably. ſmaller. than” 


thoſe uſed at cricket, but, much harder.— 


They are made of horſe leather, ſtuffed with 


GOOD, in a 4 W and _ 


> 


* 0 P T 
5 =  - * at 


r The ground may be enn triangular, 
5 or a ſemicircle. The number of holes are 
1 not limited; that always depends on what 
1 the length of the ground will admit. The 
2 general diſtance between one hole and ano- 
ther is about a quarter of a mile, which 
commences and terminates eve ry game; and 


cd the party who gets their ball in by the dan 
number of ſtrokes are the victors. 

. Iwo, four, fix, eight, or as many a8 

LF. chuſe, may play together; but what is called 
'T the good game never exceeds four; that num- 

ig 7 ber being allowed to afford beſt diverſion, and 

nent in not ſo liable to confuſion as fix, eight, = 

2d with or twelve might be. 


1 1 The more riſing or uneven the ground, re- 


ſed by quires the greater nicety or {kill in the play- 

en the | ers; on which account, it is always en the 
ad half” . preference to by proficients. 

„ when Light balls are uſed when Playing » with de. 
n it lies wind, and heavy ones againſt it. 

and the At the beginning of each game the ball is 
chingle allowed to be elevated to whatever height the 
re. taper player chuſes, for the convenience of ſtrik- 
are alſo | ing; but not afterwards, This is done by 


ad. | - means of ſand or clay, called a teeing, _ 
: The balls which are played off at the be- 
8 ginning of the game muſt not be changed 


mould happen to burſt. 
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until the next hole is won, even if _ 
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When a ball happens to be loſt that hole 
i loſt to the party. 
If a ball ſhould be accidentally ſtopped, 


the player is allowed to take his ſtroke again. 
- Suppoſe four are to play the game, A and 


B againſt C and D, each party having a ball, 
| they proceed thus: | 


A ſtrikes off firſt—C next; but, perha +4 
does not drive his ball above half the 
tance A did, on which account D, his _ 
her, .next ſtrikes it, which is called one more, 


to get it as forward as that of their antago- 
niſts, or as much beyond it as poſſible: if 


| this ! is done, then B ſtrikes 4's ball, which 


is called playing the like, or equal, of their 
opponents. But if C and D, by their ball 
being in an awkward ſituation, ſhould not be 
able, by playing one more, to get it as for: 
ward as A's, they are to play, in turn, two, 
three, or as many more, until that is accom- 
pliſhed, before B ſtrikes his partner's ball: 
which he calls one to iabo, or one to three, or 
as many ſtrokes as they required to g 880 to the 

playing. 
The ball is ſtruck alternately, if the Parkes 
are 9 or GO oy”. 
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5 THIS game may be played by any num» 


viz, the firſt is a plain card, with a blue 
cond is a yellow card, and anſwers for the 


is termed the great figure, and deſignates the 
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ber of perſons, and each player, or 
unter, as he is termed, is furniſhed with a 
ſuit ' of cards, denominated a. liuret, and 
four other cards, which are called figures 


> — >. r 
— 9 5 
F CY 
- — r * 
—— 2 


croſs, and is called the little figure, and de- 
ſignates the ace, deuce, and three. The ſe- 


four, five, and fix. The third is a plain 
card, with a black lozenge in the centre; it - 


ſeven, eight, nine, and ten. The fourth is, 
a red card, and anſwers for the king, queen 
and knave. e % 
N. B. The game may be played without 
theſe figures, as every punter has a ſuit f 
cards; but they are convenient for thoſe who 
wiſh to PUNT,.or flake upon ſeveral cards at 
a time. da 
The money placed on the cards by the 

punter 1s anſwered by a banker, who limits 
the ſums. to be played for according to the 
magnitude of his bank. At public tables, 
the banker, according to the number of 
A | Pun- 
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2 FARO. 
punters, has two, three, or more, aſſiſtants, 


called croupiers, whoſe buſineſs is to watch 
the games of the ſeveral-punters. 


Particulars of the Game, 


THE dealer, who is generally the banker, 
ſhould be ſeated at ſuch a part of the table 


where he can beſt obſerve the games of the 
ſeveral ' punters. He then takes an entire 


pack of cards, which he ſhould invariably 


count, leſt there ſhould be one card more or 
leſs than fifty-two: in ſuch caſe, the dealer 
loſes his, deal, and the bank muſt then pay 
every ſtake depending on the cards of the 
different punters. ; 


The cards being counted, he muſt ſhuffle | 


- and mix them well, as no one but the dealer, 
or one of the bankers, is ſuffered to touch 
the cards, except to cut them, which is ge- 
nerally done by one of the punters, 0 

After the cards are cut, the dealer ſhows 
the bottom card to the company, and leaves 
one of the ſame ſort turned up on the table, 
(which card is called bockley, and is for the 
bank) that every one may know what card 
is at the bottom, without aſking the dealer. 
The punters having made their game, the 


dealer 


er 


FARO. — 1 | 
dealer announces that he is about to begin 


his deal, by faying—Play. 
He then proceeds to turn the cards up 


from the top of the pack, one by one, 


laying the firſt card on his right-hand, the 
ſecond. on his left; and fo on, till he 


has turned up every card in the pack, lay- 


ing 26 on one fide and 26 on the other 
fide; he muſt alſo ſpecify. the cards he 


turns up, as thus—ace, queen, &c.— The 


firſt card, and which is placed on the 


right : ſide, is for the bank: the ſecond, 


which is placed on the left fide, is for the 


punters; and ſo on alternately, until the whole 
pack is dealt out, ſtopping at the end of 


every ſecond card, to obſerve if an event 


has taken place; in that caſe, to receive or 


pay, and to give the punters an opportunity 
of making their games. 

_ If the punter wins upon his card, and 
does not chuſe to receive his money from the 
bank, but wiſhes to proceed on with his 


game; he makes a pay or a parolet; the firſt 


is by doubling his card, and leaving his ſtake 
on it, Which if he wins a ſecond time, en- 


titles him to receive double the amount of 
his ſtake: and if he loſes upon the ſecond 
event, he ſaves his ſtake, having only loſt 


what he had won upon the firſt event. 


If having won a ſecond, he chuſes to pros. 


ceed, he doubles another card, and places 


the 
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tte card he 7 on at the head of his dou- 


ble pay, and ſo on, as often as an event in 
his favour takes place, ſtill continuing to ſave 

his original ſtake. If he loſes, with the 
right to change his card, after every event, 
or even without an event, it is never refuſed, 

by aſking leave of the dealer. 

The parolet is made by cocking one cor- 
ner of your card, and if you win the ſecond 
time, entitles you to three times the amount 
of your ſtake; but, by the ſame rule, if 
you loſe, you not only loſe what you had 
won upon the firſt event, but your ſtake 
likewiſe : it frequently happens, after mak- 
ing a parolet, and the events prove in favour. 
of the punter, in. order to ſave his ſtake up- 


on the next event, he makes a pay parolet, 
which is by doubling his card as before, af- 


. ter he has made his firſt cock, and which if 
he wins entitles him to fix times the amount 
of his ſtake; but if the ſtake is no object, 


he makes a ſecond cock on his card, in- 


ſtead of doubling it, and which, if he wins, 
entitles him to receive ſeven times the 
amount of his ſtake, and is called a /ept 
* leva: if he wins a third time, and chuſes 

to proceed, he either makes a pay to his 


ſept leva, or puts a third cock on his card, 


which is called a quznze leva, and which, if 
he wins, entitles him to fifteen times the 


an 


amount of his ſtake, and ſo on, as often as 


. ay 


an event in favour of the punter takes place, 
and he continues his game without receiving 


from the bank the amount of his winnings, 


as they ariſe. Doubling every time the 


amount of what he was entitled to receive 
upon the laſt event, beſides including his 
ſake at his own option, either to make a 


pay upon his. parolets, or add another cock 


to his card, which is called a. trente leva; 


which entitles him to receive thirty-one times 


the amount of his ſtake. If after this, they 


continue fortunate, it very ſeldom dapper 
they make a fifth cock, but this has bee 

done by cutting the card in the fide, and 
making a cock from that part of the card; 


but in general, thoſe who play ſo bold as to 
venture to the fourth cock, and are fortu- 
nate enough. to win upon that event, double 


their card with the four cocks, which will 


entitle them, if they win, to receive ſixty- 


two times the amount of their ſtake, with 


this reſerve, in caſe they loſe, they ſave their 
ſtake. | 


The dealer ſhould be particularly atten- 
tive to the punters, that they, by miſtake, 


do not double or cock a card when the 


are not entitled, as it is conſiderably againſt 
the bank. = 


The dealer ſhould be extremely careful to 
hold the cards cloſe and tight in his hand ; 


as à perſon, with a keen eye, by PRs 
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himſelf on the right-hand of the dealer, may 


diſcover the cards going. to be turned, _ 


make his game accordingly. 


The dealer ſhould always be ready to an- 


ſwer how many cards remain to be dealt, 


when aſked by any of the N that 
they may knoly how to proceed, as it is con- 
ſiderably againſt them to make a freſh game, 


a pay, or a parolet, when the cards are | 


nearly out. 
When only eight cards are remaining, it 


is 5 to 3 in favour of the bank. 
" When only ſix cards, it is — 2 to 1 
When only four ditt 


- N. B. Whea the left-hand card turged up 


is like that on the right, as two kings, or two 
queens, &c. it is called a doublet; and the 
punter loſes half his ſtake. 
in favour of the bank. | | 
When this happens with a ok on which 

'a punter has made a paroli, he muſt take it 
down, but does not loſe his ſtake. 


This i is greatly 


When 
there are more parolis than one, the punter 


is to take down but e one corner of his card. 
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| Hs game is played with a pair of dice, 


which are called crabs, the thrower, or the 


. A TazLE of Ops. 
That the punter does not win his 


; . 

firſt ſtake, is — an equal bef. 
That he does not win twice fol- | 

lowing, is — 3 to 1 
Three following times, is — 7 to x 
Four ditto, is  — — 16 to 1 
Five ditto, 1s — 31 to 1 
I 


Six ditto, is — — 63 to 
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THE GAME OF HAZARD. 


and by any number of perſons. 'The 
firſt throw of the perſon taking the box is 
a chance for the company, denominated & 
main, which=muſt be above four, and not 
exceeding nime, If the firſt throw is not 
any of the intermediate numbers—that is, 
five, fix, ſeven, eight, or nine, he muſt 
tbrow again, until one of them is produced; 
he then throws for his own chance, which 
muſt be above three, and not exceeding ten; 
for if he throws #wo aces, or deuce-ace, + 
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mo HAZARD: 
cafter, as he is termed, loſes his lake let 
the main be what it may. 


The main and chance thrown, the caſter 


muſt continue throwing until one or the 


other is produced. _ 
N. B. If the main ſhould be ſeven, and 


the caſter ſhould nick it, that is, by throwing 


ſeven or eleven * a he wins 
the ſtakes. 


Obſerve, deven is crabs to every other 


main but ſeven, and by throwing which the 


caſter loſes. 

Should eight be the main, and the caſter 
throw eight, or twelve, immediately atter, 
it is a nick, and he wins the ſtakes: the 
ſame, if 6x is the main, and fix or twaive, 


the ſucceeding throw. 


Obſerve, twelve is crabs to every other 
main but ſix or eight. 


To five and nine there is no nick, bur 
| five or nine. 


Laws of the Game of Hazanp, as played 


at BROOKES S, and every other OY 
tion Club. 


ANY perſon /erting the caſter, that is, 
betting with him, muſt put the ſtakes within 


a circle deſcribed on the table for that pur- 


Tore. 


Ti played 
Subſcrip- 

that is, 
es within 
chat pur - 
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The cafter loſes, or wins, (according to 
the event of the throw) every ſum of mo- 
ney placed by the different players within the 


circle, unleſs he ſpecifies whoſe money he is 
at, by touching it with the box, or mention - 


ing the party's name. 


If the fetter, before main or chance is 


thrown, calls the caſter, to cover, that is, to 


put down an equal ſum to what he has ſtaked, 
the caſter muſt comply, or the betts are void. 
But when main and chance are thrown, al- 
though the caſter may continue throwing, 
be neither wins or loſes his ſtakes, until he 
covers. l es 5 
No ſetter can call to cover, if one of the 
( OY 5 
Any ſetter may bar a throw, provided nei- 
ther of the dice is ſeen. The caſter alſo may 
bar his throws. 285 . 
If a main is eden had any player calls 
for new, or other dice, the caſter muſt take 
them and throw another main; but if both 
main and chance are thrown, the dice can- 
not be changed. es 5 
When one die is thrown, the other may 
be barred, by either caſter or ſetters; but the 
die firſt thrown muſt not be returned to the 
box until the other is thrown. . 
N. B. Theſe are the laws generally ob- 
ſerved at every table. There are, however, 
i 2 ſome 
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HAZARD. 
ſome other particulars, which are regulated 
according to the cuſtom of the table. 


| A TazLE of Opps, with OBsERVATIONS. 


= is 5 to 4 for ditto. 

is 3 to 2 ditto, 
is 5 to 4 ditto. 

—, is equal betting. 


4 
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4 ———— is 5 fo 3 ditto. 
J——J6wos for ditto. 
8 — „is equal betting. 

9 


— 


0 3 is 5 to 3 ditto. 
43 „is 2 to 1 ditto. 
8 is 6 to 5 ditto. 
9 is 310 2 ditto, | 
O-- „ is 2 to 1 ditto. 
4 —— is 5 to 3 ditto. 
9 

0 

4 

0 
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„is 5 to 4 ditto. 
z15 5 to 3 ditto. 
is 5 to 4 ditto. 
=, is 5 to 4 ditto. 
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e 5 perfectly 1 of theſe odds 
may play the game of hazard with almoſt a 


ent of * 
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the chance, 1s 4 to 3 acainſt the caſtes. 


is 4 to 3 againſt che caller. 5 


„is 5 to 4 againſt the caſter. - 
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Fl. on the main, you, by taking 6l. to zl. 
yon muſt either win il. or 2l. let the main or 


: way, at all times, fave loſing your betts, by 
BRying the odds againſt yourſelf. FE 
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be the main, and 4 the chance, if you have 


8 
a — —— — 


— — 


chance come off. 
Again —Suppeſe 9 the main, and 5 the 
chance, and you have 3l, on the main, you, 
by taking zl. to al. may win il. but not 
loſe any thing. „„ 
By underſtanding the odds clearly, you 
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TE title of this game implies red and 
black, and derives its name from the 
table on which it is played, being covered 
1 red and black cloth, as marked in the 
tadle MT EY | 
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Noir Rouge 
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Any number of perſons may play. They 
are called punters, arid may ſtake their mo- 
ney on which colour they pleaſe. The 
ſtakes are to be placed in the upper or firſt 


line. 


The Mode of playing, dealing, and other 
Particulars of the Game, with Obſerva- 
tions. | | | 


2 THE dealer being ſeated oppoſite the 
croupier, as marked in the table, he takes 
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ROUGE ET NOIR. 235 
fix packs of cards, fhuffles them, and diſtri- 


bates them in various parcęls to the different 
punters round the table, to ſhuffle and mix: 
he then finally thuffles them, and removes 


the end cards into various parts of the three 
hundred and twelve cards, until he meets. 


with a pictured card, which he muſt place 


upright at the end. "This done, he preſents: 


the pack to one of the punters, to cut, 
who places the pictured card where the 
dealer ſeparates the pack, and that part of 
the pack beyond the pictured card, he 
places at the end neareſt him, leaving the 


pictured card by which the PEE had. 
ent at the bottom of the pack. 


Theſe preliminaries being adjuſted, the 
dealer takes a certain quantity of cards, 
about the number of a uſual pack, and 
looking at. the firſt card, to know its co- 


Jour, puts it on the table with its face down- 


wards; he then takes two cards, one red and 
the other black, and ſets them back to back: 

theſe cards are turned, and placed conſpicu- 
oufly as often as the colour varies in each 


fucceſſive event, for the information of the 


company. 
The punters having ſtaked their money 


on either of the colours, the dealer fays— 


Votre jeu eft-il fait? Is your game made? 
or, Votre . jen efi-il pret? Is your game 


ready? yy Le hes: oft pret, Meſfkeurs, The 
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game is ready, gentlemen. He then deals 
the firſt card, with its face upwards, ſaying, 
Noir, and continues dealing, until the cards 
turned exceed thirty points. in number, 
which he muſt mention as zrente et un, or 
whatever it may be. 185 
The ace reckoning but for one, no card 
after thirty can make up forty; the dealer, 
therefore, does not declare the tens after 
thirty-one, or upwards, but merely the 
units, as, two, three, &c. but always in 
the French language, as thus: if the num- 
ber points on the cards dealt for noir are 
thirty-five, he ſays—cing, or five. 5 
Another parcel is then dealt for rouge; 
and if the punters ſtakes are on the co- 
lour that comes to thirty-one, or neareſt to” 
it, they win, which the dealer announces, 
as, rouge gagne, red wins, or noir gagne, 
black wins. „„ 
The ſame number of points being dealt 
for each colour, the dealer ſays, apres, af- 
ter. This is a doublet, or wx refait, by 
which neither party wins, unleſs both co- 
lours are thirty-one, which the dealer an- 
nounces, by ſaying, an refait trente et un, 
and he wins half of the ſtakes punted on 
both colours. He, however, ſeldom takes 
the money, but removes it into the middle 
line, on which colour the punters pleaſe: 


this is called, the firſt priſon, or la premiere 
| | ; pri- 
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als priſon ; and if they win the next event, thev ol 
ng draw their whole ſtake. In caſe of a ſecond oh 
rds - doublet, the money 1s removed into the i 
er, third line, which is called the ſecond pri- "i 
or fon, or la feconde priſon. When this hap- 
\ pens, the dealer wins. three quarters of the 1 
ard money punted; and if the punters win the 1 
ler, next event, their ſtakes are removed to the il 
fter firſt priſon. | d i 
the | N. B. The cards are ſometimes' ent, hw 1 
in || avbich colour frall be dealt fi: but in gene- 
um- ral the jirft parcel is for black, and the fe= | 
are cond red, p 
5 Obſerve, alſo, that after the firft card is 1 
ge; 1 uß, no * can be made for that 
co> event. | 
t to” The Sauter is at liberty to pay the proportion | f 
ces, J his ſtate loft or go to priſon. 1 
ne, The banker at this game cannot refuſe | 1 
1 any ſtake, and the punter having won his 
dealt firlt Rake, may, as at faro, make a parolet, 
af. and purſue it to a trente leva, and fur- | 
by ther, if he pleaſes. | 
co- | In order to recolle& the number of times | 
an- a colour may win ſucceſſively, the punters 
bun, generally have a piece of paper, or a card, | 
d on een as follows: The 
takes 5 
1ddle [ 
eaſe: 1 
mire 


pri- 


] » _ | | | 
F 3 | 2 
1. "i 1 | 
| 8 
I © + + 
\ 4 4 
© ; | 7 
al 4 ow | 
| | 
5 
1 
* | . | 2 
Se 4 FE = 


which _ prick throu gb with 2 pin, and, 


in cafe of a doublet, they run the pin 


through the line. 

The odds of winning ſeveral following 
times are the ſame as at Faro. Vide Table 
of Odds, 


FINIS 


ADDENDA.— 


TER GAME OF Cassino. 


us bade is played with an entre faut. 


of cards, nelly by four perſons, 
N etimes by "es 1. often dy Wr. 


22 Table 77 the Terms wed; in ne. 
B ing. 5 
best- Ca 2 is the ten of diamond, and 
beck two points. 


Little Caſno is the two of ſpades, and 
reckons for one point. 

The cards is having a greater \ſhare of the 
pack than wur adverſary, and reckons for 


three points. 
The ſpades is having the majority 80 that 


ſuit, and reckons for one point. 


"The aces. Each f theſe reckon for © one 
int. | 


Lurched is, mh your adverſary has won 
the g Nane e you have * ſix 9 888 


rere 


Laws of Ganz. | 
ALL the cards being dealt, thoſe remdin- 
ing on the table, unmatched, belong to the 


| Pap er who laſt took up. 


N. B. This does not entitle | Fong to LS a 
Nin, as.at other periods of the game. 
| Y Each 


* / 
— — I— wings = > mnt mo nth > ene nee 
= a» — — 
= — — —— — 


* 
— 3 
ET IRE 2 — ITY — = — - == — Oy re — 
- — — — — — — — a wr 42 . — <onne E 
8 > len IS : — — h — 
wt > EESMF — _ —_ x — 


— — — N 


a — » 4 _— 
_— 22 
— Ain 


— — 


* eo _CASSINO. 


giving each pe 
one on the board, and thus alternately, wo | 


W * 5 - „ 


Each party poſſeſſing an equal ſhare of che 
cards, (that is, twenty-ſix each) neither 
player can ſcore any points for them. Each 


Player having reckoned his game, that is, the 
Points that may ariſe, from either of the caſ- - 


ſinos, the cards, the ſpades, or the aces, the 
leſſer number muſt be ſubſtracted from the 
greater; as thus: ſuppoſe you have great 


caſſino and two aces, which make four 


points, and your adverſary has little caſſino, 


the cards, the ſpades, and two aces, which 
are ſeven points, he can only mark three, 


as your four muſt be deducte. 
ou can never examine the cards taken up, 


unleſs you ſuſpect a miſtake, when you muſt 
challenge it immediately, (that is, before you 
play your card) otherwiſe you cannot claim it. 


n caſe you are Iurched, you loſe a dou- 
ble flake, provided you do not agree to the 


ciontrary before you commence the game. 


— | Playing, Sc. 


The Mode ef Dealing, wit Mazims for 


£08 ON beginning the game, each party cuts 
for the deal, which is determined as at 


whiſt (vide page 1.) The deal is made, by 
on one card, and turning up 


'CASSINO. t 


Wo ach player has four cards; and four on | | 


N. B. It is only on the firſt deal that any 
cards are to be turned up on the beard. 
The cards being dealt thus, examine your 
cards in hand and thoſe on the board, to ſee 


if you can pair them, or make up a num- 


ber of pips from the cards on the table, 
equal to the card you laydown ; if ſo, you take 
them up, and place them before you with 
their faces downwards. | 
Endeavour to take up ſpades in preference 
to any other ſuit. N 
When by playing a card, you can match 
all on the board, that is, ſuppoſe they were 
eight or ten cards, which would make three 
or four diftin& tens, and you play a ten, 
you take them all up, and thus clearing the 
board, you are entitled to add one point to 
FTF 
When you can neither pair, or take up 


any cards, play ſuch a card as will not aſſiſt 


to make up an eight, nine, or ten, &c. In 
this caſe, the beſt is to play a pictured card, 
or à ſmall one, but not an ace. 3 

When you hold a pair, and a ſimilar card 
is on the table, you ſhould, if the fourth is 
out, (it is not judicious otherwiſe) lay down 
one of them, wait your turn to play the 


| other, and take up the three together. 


N. B. Your antagoniſt may take them, if 
he can. Ob ſerwe alſo, you are not obliged to 


take them, if a more advantageous card offers. 


15 . 


Always take up the card lad dow by 
your ae in preference to a othet -- 
e table. 
qu have a pair, one of them. 
5755 Great n 1s in, ber 
bear ying a ten, or a two. © 
Always Toke” up as many cards as 
with one card, and endeavour to win the 
laſt A 
Though you can phy ohr Urds to o ad. 
vantage, avoid doing it, when it may give 
your opponent an opportunity of — 
the. board. 
Endeavour to- remember the card 85 played, 
and thoſe that are in, 1 5 will advantage 
you: greatly in playing. 
* When you 
| beſt to ſeparate them, by placing them in 
different parts of the cards before you, as 
it prevents their coming in pairs the next deal. 
When 'Four PERSONS play, each has a 
partner the ſame as at whiſt, and the 
is marked in a ſimilar manner, allowing“ he 
ſubſtraction as already mentioned. . 
{ſcores ſeparately, and the two loweſt add 
their points together, and ſubſtraẽt them 
from the higheſt. 


for himſelf, Mowing the ſubſtraftion before 
mentioned. 
FLEVEN POLYTS CONSTITUTE THE GAME. 


8 


poiſible 


u take up a pair, it is always 


When THREE PERSONS play, each pe 


Wben two perſons play, each party abs 


3 4 n 


i 
trun 
4 
low 


from 
MN. 
are, « 
| Fecko: 


J played by two perſons only, with an en- 


For ten. 


(443) Ee 
THE GAME OF ALL FOUR, 


) 


> 


tire pack of cards. This game derives its 


name from the four chances of which it con · 
fiſts, viz. High, Low, Jack, and 


Game. | 


R — —— t = 


Espen Table of the Terms uſed in 


Playing. 
High, is the ace of trumps, or the next beſt 


trump vut, and reckons for one point. 


Low, is the deuce of trumps, or the next 
loweſt trump out, and reckons for one point, 
Fack, is the knave of trumps, and reckons 


for one point. | - rs 
Game, is the majority of pips, collected 


. 
7 


from the tricks, and reckons for one point. 


VN. B. The cards from which this is obtained 
are, ace, king, queen, knawe, and teu. The ace 
reckons for four pips, the king for three, 11 

gucen for two, the knave for one, and the ten 
Beg, is when the non- dealer, not as Tn 

cards, ſays, I Beg, the dealer muſt give him 
three more cards from the pack, aud three to 

Himſelf; or ſuffer him to add one point to his 
A i 
$ CR ET 


214 — "ALEFOUR. 

,,vLaws of the Game, FE 
ITF n dealing, the dealer diſcovers any of | you 
| his opponent's cards, He (tlie o en may 
| _demang, a freſh deal... - whe 
I Thedealer giving His adverſary more cards witk 
' than are required, there muſt be a new deal; othe 
| or; if both p arties agree, the extra cards may hi. 
| be drawn' by the dealer from his adverfary's | 
| band. The Amer thedealer gives himſelf too 
many cards. Sub, in either caſe, if part of the 
cards have been played, a new deal muſt take 
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place. You cans beg more than once in a M 

| is nd, Ne both parties agree. 
1 IA playing, you mult either. follow ſuit or | card 
i.o trump, on penalty of your Way”), s addin only 
| 'one point to his ſcore,” 1 + (|| valy 
__ 0 — way: 
8 3 mode of dealing and Maine, Oc. AIM 510 
5 42 ints conſtitute the game, and the "If 
b of making them i is the ſame as at 2c 


EX In beginning the game; each perſon | 3* 
6 13 the deal, and the erſon cutting the Fe 
loweſt card.1 18 the dealer. The deal is made 2 
by giving ane card alternately, until each : 
5 56 So fix, and turning up the next, or | This 
een card, which is trump. If the card Pdol, 
turned. ),1S a. Knawe, the Jer ſcores one; A 


point to. game. 20 JR ISA. ( 
| NV. B,. Pe of trumps; in and does not rechan 1 
1 anleſs you hnakea trick 1575 it. For if your ad necti! 


werjary takes it with the ace, OM or queen, | any! 
ſcores it. 3 8415 


any of 
t) may 


e cards 
deal; 
ds may 
erſary's 
ſelf too 
t of the 
aſt take 
ice in a 


til each 
next, or 
the card 
Ires' one 


ot reckons 
"your ad 
queen, he 


Endea- 


M 


CONNECTIONS. 245, 
Endeavour to make your knave as ſoon As. . 
you can. - 
Always win your "adverſary? s beſt carla. - 
when you can, either by trumping them, or 
with ſuperior cards of the ſame ſuit. In every 


other apa the 8 is We the W 450 5 
whiſt. FR on 2 5 


2 — endete: 20 reren I 


THE GAME OF CONNECTIONS, 


"# At 


AY be played by either three or og 
erforis: if the former number, ten 
cards are to be given to each; but if the latter, 
only eight, which are dealt and bear the ſame 
value as at whiſt, except that diamonds are al- 
ways trumps. The connections are tormed 1 
as follows: bo . 
24 By the two black : aces. Web fry 
ad. The ace of ſpades, aid king of 1 g 
zd. The ace of clubs, and king of hearts. "Be 
For the firſt connection 25. are dràwii from 
the pool; for the feconct 15. forthe third 64. 
and the winner of the majority of tlie tricks 6d. 
This is ſuppoſing gold to be ſtaked in * 
pdol, but if ſilyer, pence are ee 
A trump played in any round where W 0 
is a connection wins the trick, otherwiſe. it is | 
gained by the player of the firſt card of con- 
nection; and, whenever there is a connection, 
0 following r may trump, without in- 
N Ya CUrring- 
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_ finiſhed; then the 
are to take firſt, according, to precedence, and 


= The dealer diſcovering 


curring a revoke; atid'alſo, whatever ſuit may 


Dee, the fon holding a card of connec- 
tion, is at liberty to play the fame ; but the 


others mut follow ſuit, unleſs one of them 
can anſwer the connection, which 1 is to be 
done in preference. 

No money can be drawn till the hands are 
poſſeſſors of the connections 


thoſe having the ma 5 of the tricks Sl 


— IEEE — 


THE 9 „ 


IS g ol ved with an entire pack of PETS 


1 y by two perfons, and ſometimes . 
ur. The cards at this game are ranked 
Agrrendy in value to what they are in any 


ether, as thus. -A three is the higheſt, then x | 


| gy at, 065 then King, queen, f Ec. 


"Rana of Fthe Ganz. 


T the Maler diſcovers any of his ee 
fary's cards in dealing, he (the adverſary) may : 


demand-a-new | 
his- own cards i in N 


d „ miſt abide by the del. 
K ced card Sean diſcovered during the 
deal, che cirdt muſt b re-ſtwuffled; aud dealt 


The 5 


PUT: | 247 


The dealer iving his, adverſary r more cards 
than are neceſſary, the adverſary may claim a 


freſh deal, or ſuffer the dealer to draw the ex 


tra cards from his hand. 

The dealer giving himſelf more ds than 
are his due, the adverſary may add a point to 
his game, and call a freſh deal if he pleaſes, or 
draw the extra cards from the dealer's hand. 

Any bye-ſtander interfering, or ſpeaking, ir In. 
the game, ſhall pay the ſtakes loſt. 

Either party, faying 7 pur, that is, I . 


cannot retract, and muſt abide the event of the, 


Ear, © or pay the ſtake. 


TWO-HANDED PUT. 


FIVE points conſtitute the game, and the 

beſt mode of marking them is with coun- 
ters, or money, as at whiſt. Some perſons, 
however, draw five lines, or ſtrokes, with a 
pencil, or chalk, and rub off one for every 
point, and he that firſt defaces them all wins 
the game. 

On beginning the game the parties muſt cut 
for deal, which 1s determined as at whiſt. 
The deal is made by giving one card alter- 
nately, till each perſon has three. The non- 
dealer looks at hjs cards, and if he thinks them 
bad he is at liberty to put them upon the pack, 
and his adverſary ſcores a point to his game. 
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218 PUT. 

This, however, ſhould never be done; always 
play the firſt card, and whether your adver- 
ſary wins it, paſſes it, or plays one of equal 
value to it, (which is called a ie,) you are at 
liberty to put, or not, juſt as you pleaſe, and 
your adverſary only wins a point. 


If your adverſary ſays I put, you may play 
or not. If you do not, Fs adverſary adds a 


Point to his game; and if you do, whoever 
wins three tricks, or two out of the three, 
wins five points, which is the game. It ſome- 


times happens that each party wins a trick, and 


the third is a tie; then neither party ſcores any 
thing. e 18 


TTT 


5 FOUR-HAN DED PUT, 


| | J played exactly the ſame as two-handed, 


only each perſon has a partner; and when 


three cards are dealt to each, one of the players 


gives his partner bis beſt card, and throws the 
other two away; the dealer does the ſame to 
his partner, or vice verſa; and the two per- 
ſons who have received their partner's cards 
play the game, previouſly diſcarding their 


worſt card, for the one they have received 


from their partners. The game then proceeds 
as at two-handed put. 
8 15 
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| AN. | 
EPITOME 
or Tru 
STATUTE LAWS 
GAMING, 
With the different Cafes of conteſted Bets, 


Bonds, and other Securities, which have 
been legally argued and determined. 


Gaming Houſes prohibited. 
BY the ſtatute of the 33 F. 8. c. 9. no 
perſon ſhall, for his gain, lucre, or liv- 
ing, keep any common houſe, alley, or 
1 — 1 of bowling, coyting, cloyſh, cayls, 
f bowl, tennis, dicing table, or carding, 
or any unlawful game, on pain of 4os. a 
day; r 11, '-  » | 
But it was reſolved upon this clauſe, in 
the third year of FJ. 1. that if the gueſts in 
an inn or tavern call for a pair of dice or => 
Ds bles, 
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2 50 LAWS ON GAMING. 


bles, and for their recreation play with them, 
or if any neighbours play at bowls for their 
recreation, or the like, theſe are not within 


the ſtatute; for although the games be uſed 


in an inn, tavern, or other houſe, yet if the 
houſe be not kept for gaming, lucre, or 
gain, but they play only for recreation, and 
for no gain to the owner of the houſe, this is 
not within the ſtatute, nor is ſuch perſon that 
plays in ſuch houſe that is not kept for lucre 
or gain, within the penalty of that law. 
Dalt. c. 46. Co te 


Haunting Gaming Houſes. 


AN moreover, by the ſame ſtatute, it 
is further enacted, that every perſon uſing 


and haunting any of the ſaid houſes and plays, 
and there playing, ſhall forfeit 6s. 8d. 


Artificers and Servants not allowed tecgame. ; 
Bu the ſtatute of the 33H. 8. c. 9. /. 165 


no manner of artificer, handicraftſman, huſ- 


bandman, apprentice, labourer, ſervant at 
huſbandry, journeymen, or ſervant of arti- 


ficer, mariners, fiſhermen, watermen, or 


any ſerving man, ſhall play at the tables, 
tennis, dice, cards, bowls, - claſh, coyting, 


lopating, or any other unlawful game, _ = 
T6 1 TH ? * een ot- 


of arti- 
en, Or 
tables, 
coyting, 


me, out 5 
% %% Ot. 


LAWS ON GAMING. . 251 


of Chr Nmas, on pain of 20s. and in Chriſt. 
mas to play at the ſaid games only in their 


maſter's houſes, or in their-maſter's preſence; 


and alſo no perſon ſhall at any time play at 


bowls in open places out of his garden or 
orchard, on pain of 6s. 8. 


But any maſter may licenſe his ſervant to 


play at cards, dice, or tables with himſelf, or 


with any other gentleman openly in his houſe, 

or in his preſence. /. 22. * M 
And any nobleman, or other perſon hav- _ 

ing 1ool. a year, may command or licesſe 


his ſervants, or family of his houſe, to play 
within the precinct bf. his houſe, garden; or 
orchard, at cards, dice, tables, bowls, or 


tennis, as well among themſelves, as others 


repairing to the ſame houſe. /. 23. 


Playing unlawful Gamer. 


WHERE it ſhall be proved on the oath of 

to witneſſes before any juſtice of the peace, 
as well as where he ſhall find upon his own 
view, that any perſon hath uſed any unlawful 


game contrary to the ſaid ſtatute; the ſaid 


juſtice ſhall have power to commit him to 


priſon without bail, unleſs and until he ſhall 
enter into recognizance, with ſureties, or 


without, at the diſcretion of the juitice, Oo 


| | 
8 


252 LAWS ON GAMING. 


| he ſhall not from thenceforth play at or uſe 
ſuch unlawful game. 2 G. 2. c. 28. /. 9. 


— 


; "> No Privilege of Parliament. 
NO privilege of parliament ſt:all- be al- 8 
lowed to any perſon 'againſt whom a proſe. 5 
cution ſhall be commenced, for keeping any | I 
common gaming houſe, or place for' playing 4 

at any prohibited game. 18 G. 2. c. 34. 5 

TY | 2 


$9437 8 y 42241 7 Db 2 5 N 1 1 f 
. Gaming in Public Houſes probibited. w 


By the 30 G. 2. c. 24. If any perſon 8 
| licenſed to fell any ſorts of liquors, or who be 
ſhall ſell or ſuffer the ſame to be fold in his - "off 

houſe, out-houſe, ground, or apartment fei 
thereto belonging, hall knowingly ſuffer any be 
gaming with cards, dice, draughts, ſhuffle- wi 
boards, miſſiſſippi, or billiard-tables, ſkittles, . ex 
nine-pins, or with any other implement of tic. 
gaming, in his houſe, out- houſe, ground, or anc 
apartment. thereto belonging, by any jour- to 
neymen, labourers, ſervants, or appren- ove 
tices; and ſhall be convicted thereof on con- ſha 
feſſion, or oath of one witneſs, before one juſt 
juſtice, within fix days after the offence com- req 
mitted, he, ſhall forteit for the firſt offence | whe 
2 e Wop eat ham 
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4os. and for every other offence 1cl. b 


diſtreſs by warrant of ſuch juſtice; three 
fourths of which ſhall be to the church- 


wardens, for the uſe of the poor, and one 


fourth to the informer. J. 14. 

And if any journeyman, labourer, ap- 
prentice, or ſervant, hall game in any houſe, 
out-houſe, ground, or apartment thereto be- 


longing, wherein any liquors ſhall be ſold, 


and complaint thereof ſhall be made on oath 
before one juſtice where the offence ſhall be 


committed; he ſhall iſſue his warrant to the 
conſtable or other peace officer of the place 


wherein the offence is charged to have been 
committed, or where the offender ſhall re- 


ſide, to apprehend and ATTY the offender 


before ſome juſtice of the pſace where the 
offence ſhall be committed, or where the of- 


fender ſhall refide; and if ſuch perſon ſhall 


be convicted thereof by the oath of one 


witneſs or confeſſion, he ſhall forfeit not 


exceeding 205. nor leſs than gs. as the juſ- 
tice ſhall order, every time he ſhall ſo offend 
and be convicted as. aforeſaid, one fourth 
to the informer, and three fourths to the 
overſeers for the uſe of the poor; and if he 
ſhall not forthwith pay down the ſame, ſuch 
juſtice ſhall commit him to the houſe of cor- 
rection or ſome other priſon of the place 


month 


where he ſhall be apprehended, to be kept to 
hard; labour for any time not exceeding one 


—— — „ —— 22 — — * —— — 
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month, or until he ſhall pay the forfeiture. 


7.5. 


Perſons refuſing t to give Buda. liable to 
Puniſhment. 


IF it ſhall appear upon oath to the fatif- 
Faction of the juſtice, that any perſon within 
his juriſdiction can give material evidence 
on behalf of the proſecutor or of the perſon 
accuſed, and who will not vofuntariiy ap- 


Faß, he ſhall iſſue his ſummons to convene 
im to give his evidence; and if he ſhall 


neglect or ret uſe to appear on ſuch ſummons, 
and no juſt excuſe i} ali be offered, then (on 
roof upon oath of the ſummons havin 
een duiy ſerved upon him) he ſhall ifſue his 
warrant to bring fuch witneſs before him; 
and on his appearance, if he ſhall refuſe to 
de examined on oath, without offering juſt 
cauſe for ſuch refuſal, the juſtice ſhall com- 


mit him to the public priſon for any time 


not exceedin three months. /. 16. 
And in l proceedings on this act, an) 
on ſhall: be admitted to be a witne S, 
notwithſtanding his being an inhabitant of 
the place ei the offence yu have 
deen 9 75 Its 
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Loſing or winning £.10 or upwards, at a Time, 
or C. 20 in 24 Hours, 


BY the 9 An. c. 14. any perſon who 
ſhall at any time or fitting, by playing at 
cards, dice, tables, or „ ame what/o- 
ever, or by betting on the ſides of ſuch 2s 
do play, leſe to any one or more perſons fo 
piaying or betting i in the whole the ſum or 


value of fol. and ſha!l pay or deliver the 


ſame, or any part thereof, the perſon fo 
lofing and paying, or delivering the ſame, 
ſhall be at liberty in three months to fue for 
and recover the ſame with coſts in any court 


ok record; and if he ſhall not ſue in three 


months, it ſhall be lawful for any perſon to 
ſue for and recover the ſame and treble v 
Ine, with colis; half to ſuch perſon who 
ſhall ſue, and half to the poor. J. 2. 


And every perſon who ſhall be ſo liable to 


be ſued for the fame, ſhall be obliged and 
cornpellable to anſwer on oath ſuch bill as 


ſhall be preferred againſt him, for diſcover- 


ing the ſum of money or other thing ſo 
won. 9 Ar. c. N 18 G. 2. c. 34. 


. WS 


Y Cask. 
At any time or fitting. ] M. 19 C. 3. Bones 
and Booth. On a motion for a new trial, 
. | Per- 
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Perryn Baron reported from the laſt Br 72 


_ aſſizes, that the action was bro ought to reco- 
ver back 14 guineas won by gaming, 


upon 
the ſtatute of 9 An. The play was Fo a 
coffee-houſe in Brifol. They played at all: 
four, for two guineas 2 game, from Monday 
evening to Tueſday evening,” without any 
interruption, except for an hour or two at 
dinner, but the plaintiff and defendant ne- 
ver parted company. It wag infifted at the 


trial, that this was not won at any one ſit- 
ting, ſo as to fall within the ſtatute, be- 
_ cauſe the dinner had intervened. But the 


judge thought otherwiſe: however, the jury 


found a verdict for the defendant, much to 


the diſſatisfaction of the judge. On ſhew- 
ing cauſe, it was inſiſted, that a new trial in 
an action for a penalty was unprecedented; 

and that as both parties were gamblers, net - 
ther was intitled to any favour or indulgence 
from the court. Gould J. (in the abſence 
of De Grey Ch. J.) was clearly for grant- 


ing a new trial, the verdi æ being manifeſtly 


contrary to evidence. The ſtatute (with re. 
ſpect to the party loſing) is remedial, not 
penal. He is to recover back his money, 
and to that end the 3d ſection of the ſtatute 
allows a bill in equity for a diſcovery; which 
plaily ſhews that it was not conſidered as a 
penal ſtatute. Had this been a roceeding 
on that branch of the — which _ 
P - 
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| pion, or other corporal 3 it had 


57 


en otherwiſe. Blackflone J. of the ſame 
opinion. The ſtatute makes the winning of 
10k. at one time or ſitting, a nullity; and there- 
fore gives the loſer an action to recover back 
what ſtill properly continues to be his own 
money. To loſe 10l. at one time, is to loſe it 
by a fngle ſtake or bet; to loſe at one ſitting 
is to loſe it in a courſe of play where the com- 
pany never parts, though the perſon may not 
he actually gaming the whole time. Nares J. 
of the fame opinion. Ihe ſtatute is remedial. 
where the action is brought by the party in- 
jured, but penal where brought by a common 
informer. And the rule was made abſolute 
for a new. trial. Black. Rep. 1980. 


oy Cats with Obſervations. | 

Or orber game whatſoever] N. I; G. 2. 
88 and Marley. It was determined, 
that borſe-races are within theſe general wor ds. 
Fr. 1159. Soalfo in the caſe of Blaxton and 
Pye, E. 6G. 3. 2 Wilſon, 309. | 

"And in the caſe of Lyrall and J. ong hot hom, 
N. 30 G. 2. it was admitted on all hands that | 
a foot-race alfo is within the ſtatute, and that 
a footman running againſt time is a foot-race; 
but in this cafe, for 2 a flaw in the declaration 
in not yl ing the fact cloſe enongh to the words 


7.2. 5 N of 
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of the ſtatut „the defendant had judgment. 


2. Wi. J. 36. 


In the caſe of Clayton and Fennings, E. 10 
G. 3. On an action for 5 guineas won by bet - 
ting at a horſe- race, it appeared that the bet 


Was 10 guineas by the plaintiff, to 5 by the de- 
fendant. The plaintif f 0 | 


won, and obtained a 
verdict. It was moved in arreſt of judgment, 
that there was no mutuality inthe wager; for 
as by reaſon of the ſtatute the defendant could 


not have recovered the 10 guineas, therefore 


the N ſhall not now recover the five. 
An 


of that opinion was the court. And 
Afton J. mentioned the caſe of Connor and 


ick in the king's bench about 10 years be- 
fore, when the court took a diſtinction be. 


tween running a horſe for gol. which was law- _ 


ful; and betting on the fide of the horſe which 
was not ſo. And in the preſent cafe, by the 
opinion of the whole court, judgment was ar- 
reſted. Black. Rep. 706. . 
By the ſame ſtatute of the ꝙ Au. c. 14. If 
any perſon ſhall, at any one time or fitting, 


abi of any one or more perſon or perſons, 


above the ſum or value of 101. he ſhall, upon 
conviction on indictment or information, for- 
feit five times the value of the ſum of money 


or other things ſo won, to be recovered by ſuch 


perſon as ſhall ſue for the ſame. /. 5 


And by 18 G. 2. c. 34. If any perſon ſhall 5 
coin or laſe at play, or by betting, at any one 


time, 
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time, the ſum or value of 107. or within the 
ſpace of 24 hours the ſum or value of 20/.; he 
ſhall be liable to be indicted for ſuch offence, 
in fix months, either in the king's bench or at 
the aſſizes; and being convicted, ſhall be fined 
five times the value of the ſum won or loſt, 
which (after ſuch charges as the court ſhall 
judge reaſonable, allowed thereout to the pro- 
ſecutor and evidence) ſhall go to the poor. 
8. 

1 And if any offender ſhall diforer another 
offender, ſo that he be convicted, thediſcoverer 
ſhall be diſcharged from all penalties by reaſon 
of ſuch offence, if not before convicted there- 


of, and (hall be admitted as an evidence to : 


prove the ſame. 


But nothing in this 3 a0 ſhall repeal the afore · 
faid act of 9 An. 1d. ſ. 10. 


Loft lug above 100. at a time. 


Ir any perſon ſhall play at cards, dice, 
tables, tennis, bowls, ſkittles, ſhovelboard, or 
any other-paſtime or game whatſoever (other 
than for ready money) or bet on the ſides of 
ſuch as ſhall play, and ſhall loſe any ſum or 
other thing, exceeding 1007. at any one time 
Or mezting, upon ticket, or credit, or other- 
wiſe, and ſhall not pay down the fame at the 
time w when he ſhall loſe the ſame, in ſuch caſe | 

£7 3 ENS 
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he ſhall not be bound to make it good, but the 


contract for the ſame, and for every part there · 
| of, and all aſſurances and ſecurities for the ſame 

mall be void; and the winner ſhall forfeit treble 
value of all ſuch ſums as lie ſhall fowin above 
1001. half to the king, and half to him that 
ſhall ſue in one year in any of the courts 
of record at Vefminſter, with treble coſts. 
160.8. c. 7. . 3. 7 N 


CASE. 


IN the caſe of Humphries and Rigby, M. 


1648, a bill was brought, to be relieved 


againſt a bond for money won at all-four. 


TT be plaintiff was a diſtiiler, and the defendant 
a tapſter at a bowling- green; and it appear- 


ing that the defendant laid the cards, and turned 


up the knave of clubs, which was Jack, ſeve- 


ral times together; and being an unreaſonable 
ſum for ſuch perſons to venture; the plajntiff 


was relieved, and the bond ordered to be deli - 
vered up, altho' this caſe was not within the ſta- 
tute, the bond being for leſs than 100/. For 
equity always relieved before the ſtatute, where 
any fraud appeared. 2 Abr. Eg. Caſ. 184. 


. Securities to be word. 


AND all notes, bills, bonds, judgments, mort- 
gages, or other ſecurities, where the whole or 


any 
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any part of the conſideration ſhall be for mo- 


ney or any other valuable thing won by play- 


ing at cards, dice, tables, tennis, bowls, or other 
game whatſoever; or by betting on the ſides of 


> zuch as do game; or for the reimburſing or 


repaying any money knowingly lent or ad- 
vanced, at the time and place of ſuch play, to 
any perſon ſo gaming, or betting, or that ſhail 


(during ſuch play) ſo play or bet,—ſhall be 


void: And where ſuch ſecurities ſhall be of 


lands, or ſuch as incumber or affect the ſame; 
they ſhall enure and be to the ſole ufe and be- 


nefit of, and devolve upon fuch perſon as might 
Have ſuch lands, in caſe the ſaid grantor, or 
rerſon ſo incumbering the ſame had been dead: 
And all conveyances to hinder them from de- 
volving on ſuch perſon ſhall be void. 9g 4». 
. IA. 7. 1. 5 | ths 


* c * A 


5 Cs Es. | 

T. 14 G. 2. Bowyer v. Bempton. Upon a 
caſe ſtated at Tiff prius in an action by the 
pihintiff as indorſee of ſeveralpromiſſory notes, 
it appeared that the notes were given by the 
defendant to one Church for money by him 
knowingly advanced to the defendant to game 
with at dice, and that Church indorſed them to 
the plaintiff for a full and valuable conſider- 
ation, and that the plainuff was not privy to, 
or had any notice, that any part of the money 


= — 
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for which the notes were given had been lent 
for the purpoſe of gaming. Upon this a queſ- 
tion aroſe on the above ſtat. of 9 Ar. c. 14. 
whether the plaintiff could maintain this ac- 
tion, and the court were of opinion he could 
not; for it is making it of ſome uſe to the len- 
der if he can pay his own debts with it, and 
will be a means to evade the act. And though 
it will be ſome inconvenience to an innocent 
man, yet that will not be a balance to thoſe on 


the other fide. And the plaintiff 1s not with- 


out a remedy, for he may fue Church on his 


indorſement. Str. 1 155. 


H. 19 G.2. Barjcau and Walnfley. The 


_ plaintiff and defendant gamed together at toſ- 


ſing up at five guineas at a time. And the 
plaintiff having won all the defendant's ready 
money lent him ten guineas at a time, and won 
it, till the defendant had borrowed 120 gui- 
neas. In an action {or money lent, it was s in- 


ſiſted for the defendant, that by the 9 Az. c. 


14. the plaintiff could maintain no action; for 


by that act, all /ecurities for money lent to 
game ſhall be void; and the borrowing on an 


agreement to pay is a ſecurity. But Lee, Ch. J. 


Held that this was not a caſe within the act. 
for there is not the word contrad, as in the 
ſtatute of uſury; and the word ſecurities, as 

it ſtands in this act, muſt mean laſting liens 
upon the eſtate. The Parliament might think 
there would be no great harm in a parole con- 


wust, 
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tract, where the credit was not like to run 


very high; and therefore confined the act to 


written ſcurities. Wherefore the plaintiff ob- 
dained a verdict for 1261. Str. 1249. 
In the cafe of Rawion and Shadwell, Apr. 


23, 1755. A bill was brought by the plain- 


tiff for an injunction, and that the defendant 


might deliver up the plaintiff's bond for 1 1 50. 
For money loſt at play, and might refund a 


tum of 150). paid by the plaintiff in part of 
the ſaid bond. Tt appeared, that the plaintiff 
was à lieutenant, and the defendant a captain 
in Cottrell's regiment ; and about 14 years 
ago, being quartered at Leeds in Yorkfhire, 
tte defendant won of the plaintiff in one even- 
ing the ſum of 11 fol. The plaintiff was under 


7 age; and being ſo, gave a bond for the mo- 


ney to the defendant; and afterwards, when 
Of age, paid 1 gol. in part. It was inſiſted for 
He plaintiff, that the ſecurities by the ſtatute 


of rhe 16 C. 2. were totally void, and ought 


to be delivered up; that the property of an in- 
kant in money loſt at play is not altered, and 
therefore trover would he ; and the ſtatute of 
the 9 Ar. was mentioned, and a caſe in 2 Mod. 
gt. For the defendant, it was urged, that the 
plaintiff on the ſame evening won of another 


in the fame company, to wit, the ſurgeon of 
the regiment, a larger ſum than the 1 15o/. 


which has been paid by him. That fair ga- 


ming is not malum in ſe. It is only prohibit- 


ted 


5 
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ted ſub modo. That the cafe cited was of mo- 
ney loſt with falſe dice, which the court takes 
cognizance of as a cheat. That the ſtatute of 
An. gives the court juriſdiction only as to a 
diſcovery. That as to the 1504. it was paid 
after he came of zge ; and if the court ſhould 
order the defendant to refund at the diſtanceof 
14 years, it would occaſion an infinite number 
of applications. That the ſtatute of 16 C.2. gives 
no remedy to recover money already paid. That 
there has been too long an acquieſcence. "That 
money paid even in caſes of bribery and cor- 
ruption, cannot be recovered. at law. That 
the ſtatute of Au. has directed an action with- 
in three months, for money loſt and paid at 
play.— The Lord Chancellor ſaid, the de- 
cree he ſhould make was not founded on an) 
imputation on the character of the defendant, 
who had put in a very candid anſwer. _ But 
this is a breach of the law, from a falſe prin- 
ciple of honour.. And he was of opinion, that 
the plaintiff was intitled to the whole relief 
prayed; that a party may come into this court 
to have a void ſecurity delivered up; that re- 
funding the money 1s of courſe, as the ſtatute 
has made the ſecurity void to all intents and 
purpoſes. e eee eee 
F. 11 G. 3z. Earl of March and Pigot. 
The cauſe was on a contract made at Ne- 
market. A wager was originally propoſed 
between young Mr. Pigot, the defendant, and 
young Mr, Codrington, to run their fathers (to 
| ule 
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uſe the phraſe of that place) each againſt the 
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other. Sir William Codrington, the father of 


Mr. Codrington, was then a little turned of 


fifty; Mr. Pi ot's father was upwards of 


ſeventy. Lord Oſory computed the chances, 
ia the proportion of 500 to 1600 guineas, ac- 
cording to the ages of their reſpective fathers. 


Mr. Codrington thought the computation was 


made too much 1n his disfavour. Whereupon 
Lord March agreed to ſtand 11 Mr. Codrixg- 


tons place. And reciprocal notes were ac- 


cordingly given between the Earl and Mr. 
Proot. It happened, that at the time of this 
tranſaction, Mr. P:got's father was dead, un- 
known and unſuſpected by any of the parties. 
He died in Shropſhire, 150 miles from Lon- 


dun, at two of the clock in the morning of the 


fame day, on which this bet was made at Nexw- 
market after dinner. On the trial, the jury 
gave a verdict for the plaintiff, with 52 57. da- 


mages. It was moved for a new trial. The 
objection was, That the contract was void, 


as being without any conſideration. For 
there was no poſſibility of the defendant's 
winning (his father being then actually dead), 


and therefore he ought not to loſe: it was a 
contract u Vturo, manifeſtly made upon a 


ſuppoſition of a then future contingency. 


By L. Mrafffeld Ch. J.: The queſtion is, 
What the parties really meant? The material 
contingency was, Which of theſe two young 
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heirs ſhould firſt come to his father's eſtate + 


It was not known that the father of either ci 
taem was then dead. Their lives, their healthe, 
were neither w:cranted nor excepted. It was 


equal to both of them, whether one of theic 


fathers ſhould be then ſick or dead. All the 


circumſtances ſhew, that if it had been then 


thought of, it would not have made any diffe- 
rence in the bet; and there was no reaſon to 


preſume that they would have excepted it. 
The intention was, that he who firſt came to 
his eſtate ſhould pay this ſum of money to th: 


other who ſtood in need of it. And the court 
unanimouſly diſcharged the rule for a new 
trial. Burr, Mansf. 2802. 


Perſons ſuſpected of ſupporting themſelves by 


gaming. 


AND any two juſtices may cauſe to come, 


or to be brought before them, every perſon 
whom they ſhall have juſt cauſe in Bi 


part ſupport themſelves by gaming; and if 


ſuch perſon ſhall not make it appear to the 
ſaid juſtices, that the principal part of his e- 
pences is not maintained by gaming, they 


ſhall require of him ſufficient ſureties for his 


good behaviour for twelve months, and in de- 


faul! 


& to 
have no viſible eſtate, profeſſion or calling, to 
maintain themſelves by, but do for the moſ:_ 
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fault of his finding ſuch ſecurities, ſhall com- 
nut him to the common gaol, until he ſhall 
find ſuch/ ſecurities as aforeſaid. 9g An. 
& . 6. | 8 8 
And if he ſhall, during the time for which 


he ſhall be bound, at any one time or fitting, 


play or bet for any ſums or other thing, ex- 


ceeding in the whole the value of 205.; ſuch 
playing ſhali be deemed a forfeiture of the re- 


<ognizance, /. 7. 


Cheating. 


IF any perſon ſhall by any fraud, unlawful 


device, or other ill practice in playing at cards, 
dice, tables, tennis, bowls; ſkittles, ſhovel- 
board; or by cock-fightings, horſe-races, dog- 
matches, foot-races, or other paſtimes or 
games; or by bearing a ſhare in the ſtakes; or 
by betting/on the ſides of ſuch as ſhall play, 


act, ride, or run as aforeſaid, —win any ſum 


r other valuable thing; he ſhall forfeit treble 


the value, half to the king, and half to the 


y grieved (if he ſhall ſue in fix months), 


| otherwiſe to any perſon who ſhall ſue in one 
r next after the ſaid fix months, in any of 
2 of record at Veſiminſler, with treble 
| coſts. : | 


156 C. . e. 7. . 
And by the 9 An. c. 14. if any perſon 
ſhall by any fraud or ok cozenage, circum- 


vention, 


* 4 * : * - — — 
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vention, deceit, or unlawful device, or ill . 
practice whatſoever, in playing at cards, dice, 

tables, tennis, bowls, or any the games afore- 

ſaid, or be:ring a ſhare in the ſtakes, or bet- 

ting on the ſides of ſuch as do play, win any 

| ſum of money or other valuable thing, and 

[| ſhall be convicted thereof upon indictment or 


information; he ſhall forſeit five times the va- 1 
lue of ſuch money or other thing ſo won, and Ic 
| ſhall be deemed infamous, and ſuffer ſuch” 0 
|; corporal puniſhment as in caſes of wilful per- 
jury; and ſuch penalty to be recovered by | p 
ſuch perſon as ſhall ſue for the ſame, by ſuch. Ji 
action as aforeſaid. ＋ 5. N * 
| | | 11127 WI 
| | ; CAsE. | mc 
FT. 9G. 2. K. and Luckup. The defen- Uo 
| dant was convicted on an information upon YEA 
[this act, which ſays, that he ſhall forfeit five 
times the value, to be recovered by a common 
informer, upon conviction. And it was mo- Lor 
ved, that 1105 ſhould be ſet upon the defen- | | 
| dant, if he refuſed to ſpeak with the proſecu- 
tor. But by the court, All the judgment that B 
we can give is, that he is convicted; and anew Les 
action muſt be brought upon that judgment The 
for the forfeiture, which was thought ſufficient | | haza 
do deter the offenders. In the caſe of recu- | by c 
t ſancy, there is no other judgment. And the ſet u 
0 iin 5 defen- 
[ | 
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defendant was diſcharged, without any fine 
or colts. Str. 1048. 


Quarrelling. 


AND for the preventing ſuch quarrels as 
may happen on the account of gaming, if 
any perſon ſhall aſſault and beat, or chal- 


lenge to fight, any other perſon whatſoever, 


on account of any money won by gaming, 
playing, or betting, at any the games afore- 
ſaid, he ſhall, on conviction thereof by in- 


dictment or information, forfeit to the king 


all his goods and chattels and perſonal eſtate 
whatſoever, and ſhall alſo ſuffer impriſon- 


ment without bail or mainprize, in the com- 


mon gaol of the county where the convic- 
tion ſhall be had, during the term of two 


years. 9 An. c. 14. /. 8. 


Lottery a Nuiſance, Faro, Hazard, &c. fo 


confidered. 
BY the 10 and 11 V. c. 17, all lotte- 


ries are declared to be public nuiſances. 


The game of ace of hearts, faro, baſſet, and 


hazard, ſhall be deemed games, or lotteries 
by cards or dice; and every perſon who ſhall 


ſet up, or keep theſe games, ſhall be liable 
oh "NES 1 


* Lew hs 9. = — © 


— __— 
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to all the abovementioned penalties, for ſet- 


in this act mentioned. 12 G. 2. c. 28. . 2. 
And every perſon who ſhall play, ſet at 
ſtake, or punt at any of the ſaid games, ſhall 


forfeit 501. in like manner. J. 3. 
Alſo the game of paſſage, and every other 


game with one or more die or dice, or with 


any other inſtrument, engine, or device in 


the nature of dice, having one or more 
figures or. numbers thereon (back-gammon, 
and the other games played with the back- 


gammon tables, only excepted), ſhall be 
deemed games or lotteries by dice, within 


the ſaid act of 12 G. 2. c. 28.—13 G. 2. c. 


weak. 7 
Alſo by the 18 E. 2. c. 34. No perſon 


ſhall keep any houſe, room, or place for 
playing, or ſuffer any perſon within ſuch _ 


place to play at roly-poly, or any* other 
game, with cards or dice already prohibited 


by the laws of this realm: and if any per- 


ſon ſhall keep ſuch houſe, or ſuffer any per- 


ſon to play at roly-poly, or other game, with 
cards or dice prohibited by. law, he ſhall be 


liable to the penalties and proſecution, as by 


| the faid act of the 12 G. 2. c. 28.—18 G. 2. 


r. 34. 1. 


And if any perſon ſhall play at roly-poly, | 


or wy game with cards or dice prohibited by 
law, he ſhall be liable to the penalties and 


ting.up or keeping any the games or lotteries 
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proſecution as by the ſaid act of the 12 G. 2. 
18 G. 2. c. 34. J. 2. 


* % The game of Rouge et Noir comes 


1 the denomination of lottery.—EDÞ1- 
TOR, 


* „ 
* 


e 


Books Sold by JamMES RiDGwar, York 
Street, St. James's Square. 


AX DICTIONARY OF LITERARY 
HEX CONVERSATION. 3d Edition, 


price 38. | | 
„This is an elegant and amuſing little vo- 

© lume. It confilts of literary and hiſtorical 

« anecdotes, with many ſenſible obſervations 


and refleCtions on a great variety of curious 


and intereſting ſubjects; which, if not ori- 


* ginal, prove the Editor an ingenious and 
& and ax b compiler, &.“ Engliſi Review 


for March 1796. | 
& Anecdotes, and other literary curioſities, 


4 ſeem to be the favourite reading of the age. 


In this pleafing volume they are arranged 
lexicographically; which is the moſt novel 
“and the beſt calculated for occaſional reſort, 
Monthly Review-for Fanuary 1790. 

„An elegant little pocket volume, in which 


“readers who do not love the toil of purſuing 
an intricate ſubject through a variety of au- 


* thors, may find amuſement and inſtruction, 
Ks.“ 


LOUIS de BONCCEUR, a Domeſtic 
Tale, in 2 vols. And DURVAL and ADE- 


LAIDE, in 1 vol. By CATHERINE LARA. 


The three volumes ſewed price 10s. 6d. 


„ Tf the merit of theſe novels is to be eſti- 


& mated by their power of exciting the tender 


Critical Review for Fanuary 1796. 


and delightful ſympathies of the heart, they 


Books Sol by F. Ridgway. 
&« are certainly entitled to a very conſiderable 
& ſhare of commendation. The characters 


« they exhibit are not, like moſt productions 
„of this kind, the mere ſuggeſtions of fancy, 
but drawn as nature has placed them in re: 
« life; and the ſcenes of diſtreſs and joy though 
ſtrongly coloured, are natural, and delinea- 


« ted with an uncommon portion of energy 
and feeling, &c.” Eng. Rev. March wn 


An hiſtorical, geographical, commercialand 
philoſophical VIEW of the AMERICAN 


UNITED STATES, and of the EURO- 


PEAN SETTLEMENTS in AMERICA 
and the WEST INDIES; with an APPEN- | 
DIX, containing COPIES of all the TREA- 
TIES etitered into with the European Powers 
by the United States, &c. By W. WinTzs- 
BOTHAM. In 4 vols. 8vo. price 11. T6s. in 
boards; or in 33 numbers 15. each. Printed for 
H. D. SyMON DS, No. 20, Paternoſter- row; and 
J. Rip wW Ax, Lork- ſtreet, St. James's Square. 

The public is certainly much indebted to 


„Mr. Winterbetham for having, in the te- 


cc. dious hours of umpriſon ment, laudably ex- 
« erted himſelf in compilingthis Work. Like 
„% RALEIGH, who produced his valuable hiſ- 
« tory of the Old World while he was.confined 
« as a State Priſoner in the Tower of London, 


this hiſtorian of the New World writes in 


* a ſimilar unfortunate fituation;—may he 
“ finally meet with a better reguital than that 


—— Hßö— — 4%, v6 
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& which his great predeceſſor experienced! ” 
Mr. W. has availed himſelf, in this pub- 
A lication, of the labours of moſt of the hiſtq- 
% rians who have written on the ſubject of 
America, and has brought into one compre- 
“ henſive view the reſult of their inquiries and 
„ obſervations. Where he had not the 
& vanity to conceive himſelf capable of cor- 


« reCting their language, he has adopted their 


< expreſſions; ſo that, in a long narrative, he 
bas often, as he modeſtly expreſſes himſelf, 
no claim to merit than what ariſes from ſe- 
& lection, and a few connecting ſentences. 
„The general utility of this work, with 
the judgment and diligence diſcovered by 
% the Editor, will, we doubt not, enſure it 
e that encouragement to which it is entitled.“ 
| Monthly Review, Dec. 1795. 


| REFLECTT ONS on the FORMATION 


and DISTRIBUTION of WEALTH. By 


M. Tux6or, Comptroller General of the 


Finances of France, in 1774, 1775, and 1776. 


Tranſlated from the French. Price 38. 
% This Eſſay may be conſidered as the 


« germ of the Treatiſe on the Wealth of Na- | 


68 tions, written by the celebrated SM1TH,” 
Condorcet's Life of Turgot. 


50 The ROLLIAD, a Poem; with Criticiſms, 
Probationary Odes for the Laureatſhip, and 


COMI-TRAGEDY. _ 


able intelligencer, the 
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Political Miſcellanies. Dedicated to LLo V 


Loxp Kenyon. 


& Then may thy rattling on in jumblin trot, - 


« With rage and jolting make thee doubly hot; 

« Fire thy Welſh blood, inflam'd with zeal 
% and leeks, | 

& And kindle the red terror of thy cheeks, 

„Pill all thy gather'd wrath in furious 
ce trot, & c. &c.” 


one large volume 8vo. price Bs. 6d. in boards. 
ee corrected and enlarged by the original 
Authors. 


The LIFE of the late JOHN EL WES, 
Eſq. By ErwarD Tornam, Eſq. A new 


Edition with additions, price 28. 6d. 


„ Strange man! whoſe penury and prodi- 


| * gality, whoſe profuſion and meannefs, all ſo 
mixed together, puzzles me ſtill more and 
„ more, as J detail them to the public.“ 


VORTIGERN and ROWENA ! a | 


% Whether it be—or be not, from the im- 
mortal pen of eee FA * . 
As they originally appeared in that faſhion- 
Morning Herald. 

This volume contains the paſſages ſelected 


by the following diſtinguiſhed Perſonages, viz. 


Lady Ch--- C---b---l, Mr. --- 3 4 
Lady A--- M---r---y, Lord T---rl---w, Mr. 
S---v---ns, Margravine of A---ſp---h, Mar- 
quis of T---ſh---nd, Earl H---e, Hon. Mrs. 
>--nh---pe, Lord Ch---r, Mrs. Fitz----t, Miſs 
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. Sir John Sine- ---re, Lady A---r, Mr. 
T. -n, Prince of W---s, Duke of P---tl---d, 


Ducheſs of C---m---r---nd, Sir W. D--lb--n, 
Hon. Mrs. D--m- r, Lord. E- dl--y, Ducheſs 


of Y---k, Mr. B---ke, Earl C---rl---le, Mr. 
C--- wth---ne, Duke of Gr---ft--n, Earl P---t, 
' Ducheſs of Gn, Lady D---y T---mp---n, 


-' Counteſs of B-«-k----m---re, Archb---p of 


Y--k, Duke of N-----k, Counteſs of M--x--h, 
MMI“. P zi, Lady C---nl--fe, Miſs H--th--m, 

Earl of L- ſt r, Princeſs E---th, Earl G--r--r, 
Marquis 8 y, Lady Mary D---nc---n, Mrs. 
 M---y----ll, Countefs of P---mf---t, Sir C. 
T. n- -r, Marchioneſs of T---hf--2d, Mr. 


C- nn: -g, Sir S---y Sm---th, Counteſs of 


D-lk--th, Commodore P.-ne, Earl Fitz-w-m 
' Ducheſs of Rut---nd, Hon. C. W---nd---m, 


Counteſs of Al---ma---le, Mar---ſs of S---y, 
Earl of Cheſ---f---d, Madam S---w---b---ge, 


Duke of D---rſ---t, Miſs B. S---rt, Admiral 
Me B---de, Earl Ux---ge, Mrs. S---we--dge, 


"Duke of Rich---d, Lady W---ll---ce, Princeſs 


M- -U, Earl of H---th, Princeſs R---al, Lord 
'K---oti, Counteſs of D---y, "Counteſs of 
 W.--dg---ve, Lord B-- * Mr. T--r-v-s, 
Duke of Marl----h, Mrs. C---nc--n, Mr. Ed. 
BE Is Earl Jerſey, Mr. B---dh---d, Sir 
Rbt. M---cr---th, Lord C---t-ny, Ducheſs of 
G----ter, Lady EL F----r, Earl of Al----le, 
' Ducheſs of H---1---n, Sir Joſ. B---ks, Lady 


Wm. R -I, Lord Wm. G---rd--n, Edward 
Lord B---dp---t, Ducheſs of D---nſ---re, 
Fo ; Marc---s n Price 28. Gd =. 
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